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Game Rave Fan 


It’s | one of those Car Suns 


For the moment, I'm probably 
going to rambie and whine, and since 
it’s so late in production that this 
probably won't go through my copy 
editor, | apologize in advance if none of 
this makes sense. 

So far, | have to say that 2000 
has just sucked. Everything that could 
reasonably go wrong has been going 
wrong, and it’s driving me up a wall. 
Everything from financial problems, to 
sickness, to missing school, to traffic 
tickets, even little stuff like stubbing 
one’s toe more than humanly possible 
in the same day or always screwing 
something up is taking it’s toll on me. 
Even my hobbies are becoming pain in 
the arses. The video game industry 
has reached this sickening lull, where 
almost every game that comes out is 
another sequel to something or just 
some average title that has no real 
impact on the gaming world. Tomb 
Raider, Test Drive Twisted Metal, and 
several other titles are all being beaten 
to death. If it's not a sequel it’s games 
like Soul Fighter, Bangiao, and 
Paperboy 64, which rather then being 
the addictive fun titles they should 
have been end up half-baked snore 
fests. You know it’s bad when even 
Treasure is starting to lose it’s touch. 

Then there’s us. This month 
was supposed to have gone a little bit 
smoother than what really happened, 
but then I’m not surprised. With our 
new size, new sections and the like, it 
may be possible that we’re growing too 
big for our britches. This month brings 
in new sections, revamped areas, and 
some new cosmetics, all of which are 
still in the refining stages. 

Probably the most surprising 
of these sections is the anime and the 
PC section. Personally, | can’t stand 
PC gaming, much less discussing it, 
but some of the GR staff are PC 
players as well as gamers, and brought 
valid points into why it should be 
included. While it will be very small in 
comparison to our console coverage, it 
will at least bring something fresh to 
the table. 

The anime section is some- 
thing that’s been tossed back and forth 
for a while now, and I’ve been holding it 
off till | thought we’d be able to handle 
it. With the new year and the new look, 
| felt the time is right. The next few 
months will be the training grounds for 
the newest sections, and if reader 
support is there for them, we'll keep 


them. 

Other smaller additions are 
the review archive, which will feature 
every review we've ever done in mini 
format. We've got about half of the 
reviews done, with the rest coming in 
next issue. From there we'll change it 
to the last few months, and keep it that 
way. There’s also Other Stuff, which is 
now the grouping of any really impor- 
tant news, ranting and raving, and just 
plain other stuff that may or may not 
have anything to do with video games. 

Then we have the return of 
the comic. Long time readers will 
remember the third Trial Issue we 
released had a two page set-up of what 
was supposed to be the beginning 
chapter. Well, after three years of 
pondering, re-working, re-writing, and 
re-developing, the comic is back ina 4 
page format. There’s been a few 
changes, so this is the official new start 
of the story. Hope you enjoy it. 

The codes sections have now 
been divided into their own separate 
systems, with any Neo Pocket Codes 
we get going on the Dreamcast page, 
since the two go hand-in-hand. 

Other than that, everything 
else is more of a visual change, so just 
sit back and read with delight. That and 
we're using our real names now. 

Actually, screw that. Pat 
Reynolds of Control Freaks said 
something very interesting. Like us, he 
distributes his fanzine through a game 
store, and its always selling out. 
However, no matter how many issues 
we each sell, we rarely get any letters if 
any from readers or subscribers. 
Reader support and awareness is what 
drives game magazines and fanzines. 
Without it, there doesn’t feel like 
there’s a reason to keep doing it. While 
we know we’re doing a decent job and 
know our readers like us, it’s nice to 
see it in writing sometimes. Heck it’s 
nice to see some reader input on 
anything in the game world. Talk to us. 
Let us know what’s on your mind. 

With that, | go back to try and 
finish this damn January Issue. It'll 
probably be February when you read 
this anyway. So this is what it feels like 
to be GameFan. 

Blah. 


Jason Dvorak 
Whiner in Chief 
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THE STAFF 


| Journal Top 5 Whatever 


Jason has discovered thatso | Zop 5 Crappy Things So Far in 2000 


far 2000 sucks pretty bad. 5. Taking Semester off due to bills. 
However. like Mike. he’s | 4. January Issue was slapped together. 


i happy to know he now has a 3. Mass confusion among staff. 
i ooirlfri 2. More bills. 
girlfriend to turn to when 


1. | was sick on New years and my 
things look bleak. He’s also glad birthday, missed 3 days of work and 


that this issue finally came out. | missed saying good bye to Shane Walsh 
Good grief... (The Collector) as he moved to Arizona. 


Current Top 5 Games 


treet Fighter EX2 Plus 
Donkey Kong 64 

treet Fighter Ill: W Impact DC 

ib Ribbon 


- | 1) Shenmue e ) 


School | Top 5 Cool Things of Late: 


doth sucketh once more!! Now that 
“i Mike is back in school, and after = Naieen 
i| having finally got classes due to 


WS being screwed over by his school, he } vs. Capcom with Matt : 
i} can once again retum to the land of | 3. XSF competition at Friar Tucks. 


| stress and no free time. He’s thinking that | 2. ‘Borrowing’ RB2 stickers from an 
== | he should maybe start looking to a college in | arcade. 
| Japan... | 1. Returning to the land of insanity. 


4. Whooping Jason and Lavell in Marvel 


Zachary is currently looking for ways | Top 5 Ways to Screw Your friend’s computer over. 
to contact ali those Ebay bidders | 5) Download as many MP3’s as possible at the same 


who are spending way too much | time. Watch cache explode. 
money on crappy games and tell | 4) Throw a Pacard Bell Sound Card/Modem adapter 
Fp them they need to get a life and pay xi ng aon drain pss 
off a phone bill or something. Then suddenly dissapear. 
he'll start hunting those sellers that mark | 2) One line: Format c:\ 
Super Mario 1 for the NES as “RARE!” and | 1) Give it to Lavell for an hour. It'll crash sure enough. 
clobber them senseless. | Heh heh. 


S oe real ae is = , 


a | I es all kids, just them annoying ol 
i | pal ents that Suh Uf ye : 


CONTACT 


Letters to: E-Mail to: 
=| Game Rave 
= Make Subject “Game Rave” 


3) Tell it it's a Dreamcast and watch all the accesories | 


| 5. X-men vs. Street Fighter (Arcade) 
| 4. Final Fantasy VIII (PSX) 
| 3. Street Fighter 3 W Impact 


(Import DC) 


| 2. Dukes of Hazzard (PSX) 
| 1. Final Fantasy Tactics (PSX) 


5. Tomb Raider 4 

4. Bangaio 

3. Crazy Taxi 

2. MuGen 

1. Street Fighter Alpha 3 


Hate Mail to: 
Nearest Garbage Can 
Somewhere in Your Room 


mig GROUP REVIEWS 


“| have four things to say. 
1) The reason why Third Strike 
isn't here is because it’s still mak- 
ing money in Japanese arcades. 
2) The reason why there aren't 
mini-games or other extras here 
like Street Fighter Zero 3 (for one 
example) is because Capcom 
knew that the conversion would be 
good enough to warrant purchase 
on its own. 

3) After three years of defending § 
this series, mostly on my own, I’m 
simply tired of it. You all win. Yes. 
You win. Want to know what ev- 


) Now this is how Street 
Fighter should be, 2-D 
based, gorgeously 
animated, kickin’ 
soundtrack, and no 
loading times. The only 
drawbacks to this game 
are that the parry system 
can be abuseable at times, 
and so can the super 
cancelling, even though 
the can make for some 


All | can really say is that 
“| this game is arcade 
perfect. No load 

time, except for the initial 
load, and every single 
frame of animation is 
there. Same ol' SF, but 
it looks and plays a lot 
better. 


Control 


90 impressive combos. And | eryone else will say of this game, 
§ Enjoy- ; : and has said? The gameplay 
ment while having to select only sucks. The graphics suck. The 
99 one super is can be a little characters suck. The music sucks. 
Reol limiting, it also makes The backgrounds suck. The fact 
ey that you can only select one Su- 
things a bit more seth Aig y u 
Capcom 99 ch a in This is per Move sucks. Everything sucks. 
= : ging. Yes. | agree. Yes. Soul Calibur is | 
2D F: igh ter definitely a must buy for GOD, how dare | question. 


4) Am | glad | bought this game? 
| Heil yes. Go away.” 


Street Fighter fans who 
own an import DC. 


71 GD ROM 


,,) Not gonna work guys. 
EX2, while a nice sequel 
4 to a decent original, still | 
does not do the SF world 
justice. You can't 2-in-1, 
all the timing is off, some 
of the character designs 
are whacked, the 
background animations 
are jpeg’ed to no end, 
and well, c'mon, nothing 
on this earth will help 


“fx1 An equally bad succes- 
sor to an equally bad 
game to begin with. The 
character graphics 

| looked washed out, the 
music was biand, the 
loading times were kinda | 
long, and Street Fighter 
is just not meant to be 
3-D based, at all. And 
having to play it on a pad { 
made it allthe worse. | | 


ago that | reviewed the 
arcade version. At the time, |! 
i gave it an 80 and said how it 
felt like nothing more then a 
slow moving SF2 cut and 
paste. Nothing much has 
changed, with the exception 
of some slight graphical 

| changes and the longest 
loading time | have seen for a | 
SF game yet. 'm glad they | 
got away from the carbon- 
copy Ryu characters, and I'm 


Control 
85 


Enjoy- | glad my beast Blanka is in don’t recommend this Capcom make a true 3D 
' ment | there (Screw all of you who game, and think that it fighter. If you loved the 
tis ates 80 |hate him! Ha!), but man, with | should have never made first one (um, why?) then 
Repay] SFA3 DC coming out, SF3WI it to the arcade, let alone you'll think EX2 is the 


70__}on DC Import, there’s just no 


real need to play this guy. 
Like the arcade machine 
before it, this SF game isn’t 
really needed. 


bomb. Me, Ill stick with 
Alpha 3. 


the PSX. 


JID Fighter 
1 CD 


‘\ Magnificent. How many times 
tv, jhave you heard me Say that ina 
“review? The boys at MTV and 
ae CM have done their homework 
and brought out the ultimate in 
musical gaming entertainment. | 
was happily lost in ail the sound 
samples and riff that they 
provided. After recording some 
Underworid and Depeche Mode 
to the PS’s internal memory, | 
mixed my own custom beats, 
and it actually sounded cool. 


Whoa! Where the heli did 
this come from?! 
#7 | Codemasters takes a break 
—4 from crappy racing games 
and brings us the first true 
evolution in both musical 
orientated games and the 
actual learning process. 
Never before have I been 
this engrossed in a ‘non- 
game’ game. This takes me 
back to the old days of the 


Music Generator is brilliant. | 
.jcan now live out one of my 
x). |MANY fantasies and create my 
own music. Never have | seen 
so many music and sound 
|effect samples in my life. 
1Folks may tell you it’s simple; 
take it from me, it ain't! You'll 
spend at least 30 

to 45 minutes testing out ail of 
the sampies. It'll then take 
another 20 minutes for you to 
start putting everything 


Control |together. The end result is so Miracle teaching system. The f |f} CO"! |The game is so simplistic in 
, a N/A __Ivery, very worth it though. sound bites are plentiful, you 9 |f} N/A  jdesign, yet so heavily in-depth | 
eo go : Enjoy- | There is also an option to make can record your own music Enjoy- | constructively that one begins to 
ms . <a ment ja video for your song. And just from other cds and use it, ment }wonder where this type of game 
PlayStation |]) “Seat 100 | so you don't leave your boys you cam make your own 100 |has been. While | agree with 
ole Replay | (or girls) out of all the fun, there videos to your songs, and a Replay {Alanon a bit too many cheesy 
Codemasters Jog _ f+ 3 Am Sescrar nee where whole hell of a lot more 22 HI jason aber keel 
. : also recommend the Mouse, the 


up to four people can just sit 
and, well, jam. A must for the 
musically inclined. 


Heck, even Jason made 
some music, and he’s tone 
def as they get! Nice job! 


controller can get to be a pain 
sometimes. Other then that, 
brilliant. Excellent job guys. 


Make Music 
71 GO U ~ 


GROUP REVIEWS 


Sta 


This one should be called 


|‘Soul Stealer’ 'cuz after 
playing for 5 minutes you 


Red Orb 
Beat ‘em Up 
1 GD-Rom 


Control 
90 
Enjoy- 
ment 
75 
Replay 


Working Designs me 
2D Action 
71 CD 


* 
€ 


See = 


lat 


South Peak 
Driving/Racing 


1CD i 


lfeel dead and lifeless. | 


don't know what the story 


line is, and frankly i don’t § | 


give adamn. The action 
chugs along very siowly 
and it suffers from 
Fighting Force combo 


isyndrome. SF was also 


clippy at times. One 


jminute I'm running 
‘through a cave, next 
minute | magically appear] 


in the wall or floor. It’s 
Fighting Force 2 ail over 
again. SF is just plain 
boring. 


) This is an alright game, 


but leave it up to 
Treasure to make a 
game that’s just a little 
out in right field. The 
concept of only being 
able to attack oppositely 
colored enemies makes 
the game both interest- 


ing and frustrating at the | 


same time. The 2-D 


| animation is pretty good, 


and the characters 
themselves are cute, if a 
bit weird. Overall, I'd 
say if you like 2-D 
platformers, give this 
one a try, other wise, but 
the look of the game just 
may not sit right. 


controi can make the dirt 
roads seem like oil slicks at 


S |times, and you actually have 


to drive cars other than the 
General Lee, it’s the schizznit. 
The movie interludes are cool, 
with the same style as Wu 
Tang, the opening movie with 


'}the theme song rocks, and it’s 


so much fun to hit a jump 
wrong, flip over six times in 
the air, then roll for another 6, 
hit some oncoming traffic, 
cause a 3 car pileup, and just 
have the game reset your car. 
| highly recommend this game 


jto all of you Hazzard fans out § | 


there, and for anyone else 
iooking for a fun, not too 
serious game. 


Gahahaha....heh..oh 
wait..this isn’t my Re-volt 


-4{article...weil, I'm still 


Conirol 
45 
Enjoy- 
ment 
50 
Replay 
20 


Control 
50 
Enjoy- 
ment 
50 


| Replay 


50 


jiaughing. The small hype 


that was surrounding this 
game got flushed down 
the royai toilet with the 
gameplay and fun. 
Imagine Fighting Force, 
but a lot more boring. 


There’s also the cinemas 


that don’t match up with 
the actual in game 
happenings. | was 


looking forward to this, 


but not anymore. Try 
again guys, try harder. 


-)At this point | am simply with- 


out inspiration to write anything 


beyond what's been said of | 


this game, except the compli- 
ments for the most. Seriously, 


I can’t think of any emotion that § | 


is even a hair above positive 
or negative about this; platform 


igames are nice, new tricks | 


(like the biue/red flip) are nice, 


igraphics here are fine, but... 


Damn it | simply can’t find a 
reason to care about this 
game, and understanding 


what the hell is going on is | 


another issue. ... I'm just go- 


ling to take the Pontious Pilate 


position here and wash my 
hands clean of this game. The 
end. 


First the Props: They went 
out of their way to make this 


“4feel as close to the TV show 


as possible. Real actors 
voices, the real opening 
song, the real opening 
rendered, all the manner- 


lisms, god it makes me grin 


like an idiot. Now the bad; the 
control is way too shakey, 

and the levels are a bit too 
straightforward. If you can 
look past the wacky “Dukes 
on Ice’ control set up, then 
the General Lee is your car of 
choice. I’d love to see these 
guys do a Knight Rider 
game,complete with KITT 


ivoice and Turbo Boost. Oddly | 


enough, | found myself 
playing this more than Gran 
Turismo 2. 


Control 
45 


| Enjoy- 


iment 
40 


| Replay 


35 


| was looking forward to Soul | 
Fighter, but it fell short in too 


a many areas. The control is 


too loose, the fun is lacking, 
the enemies are too 
redundant, and the speed at 
which this game moves is a 
grat cure for insomnia. The 
first sign of troubie is that 
opening, with this king who 
can’t shut up and is so badly 
over-acting his lines that 
you'd think this was some 
Digital Pictures production. 
The funny thing is this king is #5 
all polygons. Had this been a | 
two player game, there might 
have been some redeeming 
factor to it, but as it stands, 
Soul Fighter is nothing but 
coaster fodder. 


; Treasure has just been 
i getting weirder and 


weirder, and in all 


| honesty, worse. After 


great games like 
Guardian Heroes and 
Radiant Silvergun, we 


i get this and Bangaio. 


SM is a good attempt at 


~ {making an old dog (2D 


Side scrolling) do new 


i tricks (flip color attacks), 


but the overall product 
feels unbalanced, 

especially with WD's | 
dirty little hands messing ff 
up the difficulty settings. | 
We need a Gunstar 2... 


| badly. 


) Gah! One of my fondest 
| childhood memories gets the 


video game treatment, and it’s 


# one of the happiest disappoint- 


ments I’ve faced. First, let’s 
discuss all the things they did 
right. They rendered the entire 
TV opening, they kept the original 
opening song, got the TV 
announcer to voice over the 
Level briefings, and even gave 
you the power to sound the horn 
at will. Now the bad. The General § 
Lee controls like it’s on ice 
instead of mud. The control is 
way too sensitive for this type of 
game, especially when you're 
frying to ram the cars off the 

road. The graphics are good, but 
repeat too soon, the music is very 


i good, but not quite ‘Duke-ish’ 


enough (but the opening song 
rocks!!). | love this game with all 
my childhood heart, but after an 
extended play period, the game’s § 


| initials sum it up best; DOH! 


| ALSO RELEASED 


= Dreamcast. 


PlayStation 


| NINTENDOS4 


he classics ‘continues, ‘$0 does the problem of losing something in the translation. Paperboy 64 bringsg 
the oldie Back bid the fe wasn't too successful. Paperboy’s biggest fault is in it's execution of gamepiay. While still retaining 
g the original ideas, it has now added the 3D element, requiring you to throw from both the left and the right side. While this 
would be fine, the game suffers from an invisible track that your bike is strapped to. This means if you miss the house you jus 
flew by, you can’t spin around and go back. You have to loop all the way back around and then peg it. Very annoying. It also throws you off, 
since you'll see a power up on the curb and wonder why you can’t quite reach it in time. That main gripe aside, there is a few things to enjoy | 
in the game. The artwork that’s actually in the game is quite amusing, with very warped versions of real life objects. The humans ail have 
great little animations to them, as well as some nice touches on the houses and obstacles. The sound isn’t much, but what’s there is good 
enough. The control isn’t too shabby, but you’ll sometimes find yourself oversteering as you try and figure out where the invisible track is. 
esntihid 64 isn’t the worst game on the N64, it’s just not that entertaining either. -Jason Dvorak 


Graphics 84 Music 50 Sound 55 Gameplay 40 Control 88 Enjoyment 60 Replay 40 Overall: 


fa-liitedidtemee Eidos || 3D Action - 1GD Rom 


Hawk Mason is back, and this time he’s brought plenty of problems to the Dreamcast. Fighting Force 2 suffers from what I’ve 
dubbed “The Eidosian Disease.” That's this sickness that causes a game to suddenly morph out of it’s original game engine 
and into an overused Tomb Raider engine. Gex got it. Kain got it. Now Hawk gets it. The symptoms are as follows: sudden 

lack of two player option, a draining of anything fun that was in the original mold, the re-working of levels so that they 
resemble every other game the company has released (save for Unholy War, god help us), and then finish it off with glitches galore. Yep, 
Glitches. Hawk here recieved some sort of special serum that allows you to occasionally go right through platforms and walls. This then 
causes you to get stuck in the wail, and the only thing you can do is reset the system. There’s also the very vague mission objectives and 
boring level layout. Let’s also mention the lack of any real research on the programmers part, otherwise they might realize that when you 
punch an office chair it doesn’t normaily explode. If you’re really, really desperate for an adventure game, try Shadowman, which isn’t much 
more, or wait for the DC version of Soul Reaver. This should have been called Fighting Farce Too. -Jason Dvorak 


§ Activision | Car Combat - 1 GD Rom 


8:20 blows away any other car combat game on the market. The weapons are bigger and more 

destructive, and there are even wheel enhancements to help you navigate certain terrain. The 

levels also went through a nice revamp with larger areas, more weapon power ups, and a lot more 
stuff to blow up. The one aspect of V8:20 that severely lacks is the multi-player mode. Anything higher than 2 
players is just evil. This is where the DC shows some of its limitations. You have cars falling through solid floors 
for no reason, wheel upgrades that don’t function properly or at all, the list just goes on. | would definitely 
recommend V8:20 to any DC owner as long as they didn’t plan on playing it with more than 2 people. 

-Courtney Nealy 


Graphics 97 Music 80 Sound 82 Gameplay 79 Control 80 Enjoyment 83 Replay 85 Overall: 


Pi Uilsaiaee Eidos | 3D Action- 1CD 


This has got to be one of the worst games to ever spew forth from the bowels of Eidos. 

Granted, it looks and plays a hell of a lot better than the first Fighting Force. However, that's 

the best thing going for it. First of all, what happened to the rest of the crew? Secondly, ‘Psy- 
cops’? Please, no more. Then there are the oh-so-long Tomb Raider-ish levels that you can’t save on. Couple 
that with dumb as rocks enemies that should be wearing ‘beat my azz please’ signs. If that hasn’t turned you off 
to this game yet, then | have three words for you: exploding office chairs. | think eidos put all the slackers on 
this turd and put the creative people on fear effect (which is delayed AGAIN!) Avoid this one like the plague. 

-Courtney Nealy 


ophitea 89 Music 50 Sound” 70 Gameplay 37 Control 47 Enjoyment 03 an 05 Overall: 


WY GaCithie Nintendo | 3D Action Platform - 1 Cartridge 


This is the first N64 game to require the Expansion Pak (included with the game), and it show’s it’s worth. The levels are vast 
and highly textured, with many paths and items to find. The price of textures is high though; many of the trees and items 
disappear when at certain distances. This is extremely annoying when you see a cave off in the distance, decide to go there, 
and it’s not until you’re almost there that the bars blocking your path pop up in front of it. The music, while nothing special, is 
overshadowed by the sound effects, which shine. There’s always various jungle noises going on, and every action has it’s own sounds 
attached. Thankfully Rare has the brains to cut out the ‘Wubba Wulba’ talking noises from Banjo Kazooie, which were just annoying as hell. 
What’s interesting to note is that while the actual in-game music is average, the game’s ‘music video’ opening is a blast, being very catchy on 
the ears. Donkey Kong features very good control, something JFG needed badly. Each character has their own set of moves and actions, 
which adds to the playability factor. You won't be able to truly ‘complete’ the game without using all the characters. Donkey Kong 64 was 
Nintendo’s last big game for 1999, and while it’s a great game in it’s own right, it bears way too much similarity to Banjo Kazooie to be 
Soret Utd ss Great game, but we’ve been here a hundred times before. -Zachary Simon 


Graphics 95 Music 90 Sound 85 Gameplay 85 Control 90 Enjoyment 85 Replay 77 Overall: 


RELEASED 


"= Sega | Beat ‘em Up- 1 GD-Rom 


schedule with the release of Zombie Revenge, the side story game to 


BCnnvnn alhs aat iat Va pein 

o6Ga iinaiy Gets back on 
House of the Dead’s timeline. Rather than gun shooting, this one’s a third person Final Fight-like 
7 adventure, with 2 player co-op available. The game moves at a good pace, but suffers from the 


worst ailment a title like this can have; unbalanced gameplay. This is one of those games where you'll zip through 


1a levei, only to be beaten to death by a unfair boss. The end boss himself is utterly cheap that | almost threw a 
controller. Thankfully there’s enough continues to make sure you beat the game. The graphics are great, but Sega 
needs to get moving on cramming more polygons onto their characters and work on cloth movement. I’m pretty 
sure not every person in Segaville uses heavy starch on thier clothing. It's a good game that could be better. 


- Zachary Simon 
Gains | 85 Music 70 Sound 87 Gameplay 60 Control 75 Enjoyment 80 Replay 80 Overall: 


S| = Hasbro it’s Pong! C’mon!- 1 CD 
He ages | retro Rides on! And now with this, we can move forward for the primordial game of games, Pong. It 
= = | has come to the point now where things have moved on so much, that the gameplay of Pong really has | 


become a bit on the primitive side, but despite that; the fact remains that while there is a slew of Pong 
| modifications here, as well as the expected graphical and aural overhaul, the main point of Pong reaily hasn't been 


tampered with, which should be the main point of concern for anyone playing an updated game from Video Game’s 
past. Personally | didn't feel highly compelled to play the game for a long amount of time, but this isn’t to say this is 
a bad game. Far from it.” 


Graphics 87 Music 59 Sound 60 Gameplay 88 Control 90 Enjoyment 75 Replay 78 Overall: & l 


Test Drive 6 Driving - 1 Disc 


: I Kind of odd really. | was fase nie a flashback to the first time | played Test Drive, way back on my Commodore 
4 64. | was mildly amused at it because it had all these cool cars, but didn’t really move me in terms of visuals or 

-——_¥ gameplay. Funny how none of that has changed in the 6th installment. The guys behind this have just completely 
given up on the graphics engine. The polygons and textures are rough and very muddy. The cities are pretty decent, with some cool 
track ideas, but the execution of them together falls apart. The cars they have are of the usual exotic kind, but brother do the 
models suck. On the character select screen, it looks like someone textured the Jaguar’s C/ub Drive, and that’s being polite. Heck, 
let's knock out two reviews with one stone. The Dreamcast version’s only correction to this sloppy mess is that the graphics, while 
the same textures and wireframes, are more clean and smooth. That doesn’t explain why all the cars in taffic are just one color, or 
why the cops in the game can be some of the stupidest drivers I’ve seen since GTA. Take it from me. Save the $3 or so you'd 
waste renting this and use iton the aii Issue of Game Rave. You'll thank me for it. 


PiayStation 


PiayStation 


POU tilees.@ Eidos/Core Action- 1CD 


Ugghhh,.....that’s the first adjective that comes to mind when thinking about this game. It looked 
pretty good, but the control was crap, and the lack of music blew goats. That with the fact that it 
completely destroys the Tomb Raider story line, and it’s buggy as hell, make it not worth my time. | 
mean come on, how fun is it to get stuck in a wall and have to restart from the beginning, or have Doofus 
McGoo stand there and tell you what you already know? That and it’s not right to see a 14 year old girl from 
behind, down on all fours, dripping from those better left unmentioned places of the female anatomy. Overall, 
this game blows chunks, big nasty green stinky ones. 


ae mor Card 
2: 10 Blocks 


Graphics 95 Music 00 Sound | 80 @ Gamer 75 Control 60 Enjoyment 60 Replay 50 Seealls 


VERVE elie = 989 Studios Car Combat - 1CD 


4 Okay, let’s list the number of things 989 has done right so far. Coo! Boarders 4. Um...okay....now let’s let out what 

j we already know. They have single handedly ruined almost every Sony brand game they could get their hands on. 
3 Jet Moto, Shoot Out, Cool Boarders 3, Rally Cross, the Xtreme Series, and yes, even the Twisted Metal series. 
TMIll was such a complete piece of crap that | thought 989 would have learned thier mistake and just walk away from it all. Well, 
those scumbags came back and almost, ALMOST redeemed themselves. The arenas have more refinement, and the actual level 
ideas are better. The vehicle selection is somewhat better, if not a wee bit tired. The controls are a bit better, but some of the bigger 
guys slide too easily. Multi-player has a neat option where you can decide which whether you want to focus the cpu power on the 
graphics or the gameplay. Very nice considering that hell that Courtney went though with 4 player Vigilante 8: 2nd Offense. | can’t 
really recommend this game though as it’s been beaten to death, but let’s epee this is the last TM. -Battlebot 


PlayStation “Graphics 8 85 Music 80 any 65 Gamal 70 Control 70 Enjoyment 65 Replay 60 Overall: 


BALSO RELEASED 


PlayStation 


PlayStation 


| NINTENDO®* MA 


| NINTENDO>* 


“The Sniuits |=] Infogrames __| Cartoon Action-1CD 


i fOh my gosh.. ‘it’s the Smurfs! And it’s a good game to boot! You take on the role of Hefty Smurf; 
4 strong, noble, and ready to save all them generic no-name SMurfs from the evil clutches of 


-/ Gargamel and his cat, Asriel. The game plays exactly like Tarzan and Pandemonium. It's 2D action 
seeped onto a 3D world. The graphics are reaily nice, with a lot of detail into the backgrounds and levels. The 


Smurfs could have used abit more on the polygon count, but i’m not comlpaining. The music is decent, and the 
sound effects just smurfy, but maaaaaaan it is so weird hearing different voice actors when I’m used to the ones 
from my childhood. Some of them seem so far off. The most interesting thing about the Smurfs is it’s two 
difficulty settings. One is for the real players, and one is for the kids, where it then becomes a simple point and 
click game. I’m happy to say that this is a very good game, and should be snatched up by any cartoon fan. 


Graphics 85 Music 70 Sound 87 Gameplay 85 Control 85 Enjoyment 80 Replay 80 Overall: 


™)| Broken Sword If Point and Click- 1 CD 


i \f there is ever a phrase that will go down in my own personal history of video game infamy, it wil be “Do 

z you know how to beat the goat?” That was often asked as people played the first Broken Sword, a point 

—J and click puzzle game. Where the sequel picks up, you must use your wits to save your girlfriendfrom the 
bad guys who just tied you up and left for dead. Now, for those of you brave enough to see ‘Point and Click” and still be 
reading, you're in for a treat. This game is gonna require every braincell you have in that little ‘noggin of yours. While 
the game moves at a very slow pace, the puzzles, animation, and amount of thought you must use is a welcome feeling 
from all this mindless shooting stuff. Hell, this is the ONLY game | have EVER needed to use the mini-guide they give 
you to help out with the first 5 minutes of the game. If you’re looking for a serious mind-freeze, and have the patience to 
sit through a lot of the talk sequences, you’ll get your full money’s worth. 


| Turok: Rage Wars Multi-Player = Fest - 1 Cart 


Well, if Capcom can over r abuse Street Fighter, | guess Acclaim can suck the life out of Turok. 
Rage Wars is, for the most part, everything they couldn't get to fit inside that Turok 2 cart’s multi- 


player mode. There's no real 1 player game in Rage Wars. It's pure multi-player only. But is ita 
nood multiplayer? Well, for the most part....yes. Each of the main characters is presented, and there’s some 


great ways to kill off your bestest bud. The weapons are very good, with a nice change in the level layouts. Lots 
of sniper advantages and nooks to hide in when you really need to use that cerebral bore on someone. If you 
have Turok 2, you kind of don’t really need this, unless you wanna spend $60 on an expansion set. The choice is 
yours. 


Graphics 80 Music 50 Sound 70 Gameplay 85 Control 80 Enjoyment 80 Replay 85 Overall: 


UtolledaUeate Capcom | Horror Action- 7 Cart 

Okay, first things first. Playstation owners have already trampled through this game, there’s not enough new stuff to care, so you 

can move on to the next review. However, if you're a “N64 Only” player, listen up. Resident Evil 2 for the N64 is for, all intents and 

| purposes, the exact same game as the PSX one. The game now offers selectable violence and choosable blood color, but past 

that, the only true difference is the visual kind. RE2 is Expansion Pak compatible, which makes the CG stilis and characters very 
crisp and clean. Without the Pak, it looks like the 32 Bit Version. You play Leon and Claire, two officers who must save the Racoon City Police 
Department from the Umbrella-made zombies and mutations. Along your journey, you'll find shotguns, rifles, crossbows, gatling guns, and various 
herbs and medical supplies to aid you on your quest. There will also be various puzzles to solve and clues to figure out. The gameplay and control are 
good, but trying to move your hero with the 3D Stick is plain hokey. The N64’s camera buttons are thankfully not to bothersome with the map and 
option buttons. Everything from the CDs made it onto the cartridge, with the FMV’s letterboxed mode and slightly lower resolution being the only real 
drawback. If you've never played RE, now's your chance to get in on one of the best series produced. If you're a Playstation owner though, you've 


already walked these streets. A great version of a great game, just too late to really care about it. 


For years Capcom and SNK have been battling it out in the arcades and in homes for fighting fans. Capcom has struck some good 
blows with the Street Fighter series, the Dark Stalkers games, and Marve! vs. Capcom. SNK has had many good counterattacks 
fA such as Fatal Fury, Samurai Shodown, and the King of Fighters games. The collision of these two worlds was inevitable, but | never 
seats a in my wildest dreams figured it would come to Neo geo Pocket Color. And that it would be such a good game. | was as happy as a 
schmoair! at a Backstreet Boys concert when | heard that SNK vs. Capcom would be coming to NGPC first. Being a huge supporter of this portable 
wonder, | rushed out and bought Capcom vs. SNK first thing after Christmas. | popped the cart in and was immediately blown away. Plenty of 


| characters from both sides of the fence are initially selectable with at least 8 total hidden characters. The graphics are some of the most vibrant and 


colorful that | have seen so far on the wee miracle. The colors are also complimented by smooth animation and great character expressions. Plenty of 
recognizable backgrounds are used in the game as well, such as Terry’s South Dakota train ride, Ryu’s Japanese Castle, and M Bison's dark, cloudy 
field. The game also controls pretty well using the NGPC’s little click-stick, however, the supers can be a task to pull off in tight situations. Where the 
game really shines in the extras. The music in the game is tinny and simple, but it’s standard Neo Pocket fare, so | guess it’s the best they could do. 
This is, by far, the best fighting choice you can make for the NPC. | might even go so far as to say that it’s one of the best fighting games out there. 


| ie got three aoe to describe this game: 
| BIG FRIGGIN’ PLASMA BLASTIN’ RO- 
~! BOTS!!! Okay, so that wasn’t three but 
that’s not the point. The point is that this 

i game kicks all kinds of butt! What | dig most about TR 


is that Capcom made their own variants of the mech 
fighters we've known and loved over the years. For 
= example, the main bot resembles Tranzor Z. There’s 
1 also variants of Macross and Evangelion robots. And 
what big robot battling game would be complete without 
the overly exaggerated special moves like the ‘super 
fantabulous beam of death and destruction’? (It’s not 
reaily called that, but it looks like how it sounds.) The 
one flaw | noticed is the cheap-as-hell boss that has two 
forms and, in the second form, only has to take you 
down once to win the battle. Reminds me a lot of Gil 
from SF 3. Otherwise, battle on, mighty robots, battle 
on. 


-Courtney Nealy 


3D Action RPG - 1 Pare. 4A CD 


inne 8 = a Pon the ‘what the hell is that’ aa. we : [ This Vampire Hunter D game is based off 
ppeerrererees | ~{have Vib Ribbon. A very simple game, yet — {ij} the newer anime that's in Japan. The 
=: | extremely addicting. The whole pointisto =| visuals aren't fantastic, but they work. D is 
a maneuver your stick figur throu \ ay of a little stiff with his sword swings and 180 
‘obstacles on a thin line. As you pass through or over _1{}| degree turning. Otherwise he’s fairly easy 
‘the obstacles, a ring of stars appears around you. to control. From what | gathered in the 
‘When you complete the ring, you evolve into a crowned |] | Sweeeeececeeet intro, D is hired to rescue 
angel-type thing. Screw up and you regress into” someone's daughter and runs into a band 
i ‘something that resembles a snake with an enormous | __|}|| of mercenaries who are invading the castle 
wee head. Are you freaked out yet? While you're bobbing _|i|| for whatever reason. | also believe you will 
and weaving on the ribbon, you’ re treated to some ||| eventually use the female merc to traverse 
@ ‘unique’ music that speeds up and slows downto | the castle and other areas. Overall, 
correspond with the on-screen action. VR mightbea __ Vampire Hunter D is a decent game that 
little too quirky for most, but for those folks looking for could have used some tweaking in a lew 
: ee out of the ordinary, this is fOr you. 
oe Nealy -Courtney Nealy j eg 


poll 


| Graphics 85 Sound 82 Music 82 Enjoy 79 
| Control 72 Gameplay 80 - Replay 76 Overall 79 


PlayStation 3D Mystery F Puzzle - 1 Bayer -4 GD-Roms 


WARP seems to just be in love with Laura. 
After years of being in development, D’s true 
‘sequel comes out. There have been some - 
serious changes to the game's engine. : 
Besides the usual pre-planned tracks, there’ Ss. 
also full 3D movement allowed in the ourside | 
areas, and she now has more action based 
battles. Rather than tracking down evil spe. 
this time she's up against alien zombie | 
creatures in a remote snowy mountain. ; 
The gameplay i is pretty good, but the pace 
needs some serious help. The cinemas — 7 
usually lack any real punch to them, and a lot ‘| 
of them are just boring conversations. The 
‘game does provide the game player with a 
great environment, butneeds some minor | 
help i in tt s execution D2 is a a good game that 


Mix Akira and Resident Evil and \ you 1 Bawa one 

“| pill poppin’ good time on your hands. You take 

“1 control of Rion, a teen with extraordinary 

powers thanks to some scientists and a whole 

ee lot of drugs. The whole point is to find out who made you into 

oo a science project. Along the way, you'll run into guards and 
Pant aes other Galerians who wanna take you down. Not to fret 

though, just pop a pill or 5 and you'll be setting people on fire 

| and levitating them in no time. However, if you use too much 

power, your ‘AP’ bar goes up. (AP stands for ‘addict points’ 

by the way). When you max the ‘AP’ bar, the next attack you 

use sends you into ‘short’ status. Anyone who comes in close 

range will never again have to worry about getting a hair cut 

again because their heads will explode! Rion can’t ‘short’ for 

too long because it eats up his health. So what do you do? 

That’s right, pop another piil to bring you out of a ‘short’. 

Aside from the heavy drug usage, this is a quality game. 

-Courtney Nealy 


i Happy New Year, all! Well, since we all survived the 
«21 Y2K bug with Playstations and Dreamcasts intact, 

_. | we can look forward to a new gaming millenium. 

| Before coming back to school, | decided to spend a 
“1 day at DisneyQuest in downtown Chicago (if you live 

: “_} in the greater Chicagoland area | suggest you check 

c it ott After slaying Bally's Star Wars Episode One 2000 pinball and the 
| new Sega commercial airline pilot game (two thumbs up here), | made 
my way up to the third floor which has about 25 classic arcade games all 
| in their original standup glory. This inspired me to review some more 
classics from Atari. All of these games reviewed here can be found at 
_ DisneyQuest on the original machines (although | personally spent most 
| Of my time on the Tron machine). Keep in mind that that the pictures 
and reviews are from the Atari versions, which usually were poor 
translations of the originals (not to fault Atari, it’s just that systems back 
then could not handle arcade quality graphics and sound). 


-Shane Dunkle 


\_-_J has the troublesome job of ridding a flowerbed of 
the annoying Fygars (dragons that breathe fire) and Pookas 
(balloon-like creatures that wear goggles, one makes a guest 
appearance in the new Pac-Man World game — it’s the red guy 
that has baby Pac on its head). You do this by digging tunnels to 
the creatures and inflating them until they explode. Be careful 
though because they can turn into ghosts and fly up behind you. 
If you plan things out, there are rocks that fail if you tunnel under 
them, so with careful planning you can smash the Fygar and 
Pookas if they get close. The 
Atari version is not a bad 
translation from the arcade. 
The graphics are comparable, 
the music is quite a good 
translation, and the overall 
gameplay (and replay value) is 
one of the best around. 


swimming in 3D 64-bit glory, he was just a 
two dimensional guy jumping on turtles. In this original 
version you play either Mario or Luigi (in the two-player 
mode). The object is to rid the screen of ail the turtles and 
accumulate points. This is done by getting under the level 
the turtles are on, jumping to make them fall onto their 
backs, and then running back up to the level they are on 
and kicking them. Occasionally there are spinning 
squares that give you points. There is also a fireball that 
hinders your progress and takes a life if you touch it. Also, 
the higher the level, the faster the turtles run. Overall quite 
afun game. (This version 
did not have any music. 
The theme song we all 
know and love didn’t come 
until the Nintendo version). 


Ve «| babies from roe end olher obstacles 
You are, for some reason, wearing boxing gloves. You hop. 


and jump over logs, holes, and apples thatthe monkeys __ 
throw. You go from level to level climbing up ladders to 
reach your baby that is at the top of the screen. If you 
encounter a monkey along the way, well, you punch them. 


The whole thing can be compared to a weird version of 
Donkey Kong. Unfortunately, the arcade version was. not 
all that great, and the Atari version is justas bad. The __ 
graphics are really bad and the sound gets real olla ir g . 
real quick. Not much | can 7 
say about this game other — 

than if you missed it the firs 


time don’t feel too bad. If y 


think that you REALLY wa na 
play this game, well then go 
play the original at 
DisneyQuest. | 


California Games > AD NES 


; Well if you’ re in 7 Chieaag ie | us, you’ re 
freezing your rears off and waiting for the 
«_{jrest of the reviews to come in. If you are one 
of the unlucky ones, the good ol’ NES has some sunshine 
that may not keep you warm, but it will keep you busy. 
California Games is one of those cult classics that everyone 
had. There are several events, such as Foot Bag, BMX 
Racing, Half Pipe, Surfing, Frisbee, and others that are for 
the most part pretty well executed. 1 or 2 players can 
compete against each other in the events, trying to earn the 
most points and performing the most moves where needed. 
My favorite mode on the game is Foot Bag. There’s just 
something about nailing a bird with a hackey sack and 
seeing the phrase “Poor Seagull” appear. The control is 
actually pretty good considering some of the stunts that you 
must perform, but damn that Roller Skating thing has got to 
be the hardest damn game I’ve played in this type of genre. 
California Games still holds up as a great time waster when 
there’s nothing else to do, and it’s usually available and 
used game stores for a good price. -Battlebot 


There was a 5 whitest in the 16 Bit age when Sim c or rience 
games were really taking off. SimEarth, SimCity, SimAnt, E.V.O, 
s Populous, and some others were all real popular. The one that got 
: gaa the most attention though has to be Theme Park. The concept is 

simple: : you’ re in charge of designing, maintaining, and owning your own Amuse- 
ment Park. You're in control of everything; employees, park problems, wage 
negotiations, customer satisfaction, and more. Each month in game time your 
progress is charted against other rival Theme Parks that are computer controlled. 

What makes Theme Park so much fun is the game never really gets that 
bogged down in the business aspects. You can just sit there building and watching, 
needing only to make sure that the employees are properly paid and the custom- 
ers are always happy. 

The graphics are verry good, and there’s a surprising amount of people 
that can be crammed into the park. Each person aiso has the ability to show how 
they feel through little picture thought balloons. There’s also the little construction 
workers, who will actually put up safety horses while they fix the rides. 

If the game had one downfall, it’s the font that is used to display your 
text. It's too damn small! Some of the menus are very timy, and the particular font 
is also ‘chubby’, which means that if you’re playing on a smaller TV some of the 
words may become un-readable. That gripe aside, this five year old game is still a 
lot of fun to play. 

Theme Park was released on the Genesis, Saturn, Playstation, and 3D0. 
The Playstation version features an exclusive mode where you can walk through 
your park in 3D, but it’s not that impressive. Regardless of which version you get, 
pick it up as fast as you can. It’s becoming harder to find, and should not be 
missed. -Jason Dvorak 


3DO 


Samura ai Shodown— 


| Nie ae 


wa 1 way. it got censored on it’ s own home system and then got 
bought by some companies to be brought to the smaller home consoles. 

There was the Super Nintendo version, which after playing made people go 
“my, what small characters you have there, SNES!” Then the Genesis version 
came out, and the masses did cry “Wow, what terrible palette colors and 
slowdown you have there, Genesis!” But there was hope! Hope they told us! A 
company known for it’s horde and wise crackin’ lizard would save us from 
buying that $600 system and that $250 game! And they would deliver this 
miracle on the 3DO...and...wait....the 3DO? 

Yep, and after playing through the disc, the crowds pillaged and 
rioted and did terrible things to their systems. For here was a 32 Bit version of 
a 16 Bit game, and it did move like it was stuck knee deep in tar. No joke. For 
those of you that missed this little bucket of horror, here’s the deal. This game 
moved so slow, that when you connected with a fierce hit, the game literally 
stopped for a second. Remember Samurai Shodown II! for Playstation? Same 
horror here. To this day | will never understand how this thing got released. 
But then, they came out with Shadow and Way of the Warrior, so | guess that 
mean’s there’s no quality control left in the world. Now that | think about it, 
there hasn't been an exact home version of Samurai Shodown at all, save the 
Japanese Neo Geo Cart version. Even the re-release of it on Playstation wwith 
the Samurai Shodown Fencing Pack wasn’t 100% there. I’d say there was still 
hope, but | just played the Samurai Shodown Warrior’s Rage 2 for PSX, and 
well, | think the series is pretty much over. Ah well, back to my 3DO... 

-Zachary Simon 


Acclaim 


oa sure. about | how to a 


= take. The story revolves _ 
ainune. you uu being the one guy who can, of 


course, use your skill to take down this 


dictator of the futture who wants to blow - 
up the universe or something. Your. 


vehicle of choice is a very low flying. hover 
craft with machine Lees and a 


options. 
. ‘The ganes. gray . : 
actually really good and hi-r s, except 


here on the Saturn | 


about as fast as SI 


Disruptor do. Thi ; 


Useless Space Filler 
1 Minute Saturn Quiz 


Because there’s not enough 
room for another game, how 
about we quiz ya’ on some- 
thing instead.... 


Q:Quick! How many official 
colored case molds are there 
for the Sega Saturn? 


A: 5. Black (US), Grey, White, 
Clear Purple, and Clear Grey. 


Fonz Unieashed! 


said and why not everything is as it seems, or is written in any case. Onward! 


Next Generation: issue Feb 00 
- Am | the only one who finds it odd that while this magazine tries to present a 
highly mature image, it still dedicates nearly a full page, precisely detailing the 
specifics and methods to install a “nude code” in the PC game Drakan? Take a 
look at page 22. Not only do they hold your hand in helping out how to put in this 
trash, but they spend the rest of the time talking about it as if it’s something that 
they nearly appreciate. Maybe if there was an advertisement here like there are 
about 75% of the other pages of the magazine | wouldn’t have noticed... then 
again their 20 page EB section wasn’t around there, so | wasn’t too distracted. 


- Hey, look, Quake II] on the PC is the best first-person shooting game ever, so 
they say. Does anyone remember when they said that Half-Life is the first-per- 
son shooting game of the Century? Take a gander at pages 90 and 91, and see 
how swiftly they forget the greatness that they helped to establish (and wanted 
you to believe). 


“Turn a few pages to Page 98 and take a look at their review for Wu-Tang Shaolin 
Style. Now, as I’ve said, | don’t want this to be a finger-pointing-at-typo section, 
but this is a bit different: they describe the point of the game as one being where 
you have to “... attempt to rescue your sense.” Did they mean Sensei? Some- 
times after reading an issue of NG | have to attempt to rescue my sense... of 
sanity. But that never really happens anyways... 


‘NG aiso got an interesting note in their letter section from a self-proclaimed 
| video game “expert” that it took him a complete year to find everything in Super 
Mani 64. | don’t know about you, but | couldn’t bring myself to play Super Mario 
64 for a full year, and finding everything seemed to be rather simple... but the 
main thing to look here is their defense of the phrase “best ever’ in a reply. Here 
they say: 
“Saying “the best ever’ comes with the implicit assumption that someone may 
(and probably will) do something better down the road. That should be obvi- 
if} ous.” So the lesson here is that when you say something is “the best ever’, it’s 

| to be taken seriously for maybe a month? Why not simply say “the best yet’, 
people? Does it pain you to not overexaggerate everything? 


‘Speaking of overexaggeration, flip to page 83 to see what they say of Square’s 
upcoming The Bouncer. Notice that through all of their orgasming over the graph- 
ics, they really fail to say what type of game The Bouncer is? Have you noticed 
that nobody knows what the genre of The Bouncer is? Or does everyone simply 
lose brain cells at the sight of the same picture that has been shown for the last 
couple of months? Hm, maybe the point here is that the priorities should place 
graphics before gameplay... 


This inaugurates what | hope to be a new continuous section to this magazine, where | provide an alternative view to what the 
professional magazines are saying as well as address what may not always be the truth in their pages. | don’t intend this to be a 
nit-picky, typo exposing section (considering the nice glass house I’m living in, natch), but rather wish to elucidate what's being 


-Tom 


EGM #127 

‘Page 78: “Sega Swirl : Its FREE!” 
Hey, EGM, we noticed! We don’t 
CARE! Am | one of the only people 
that still contend that a bad game is 
bad no matter how little it costs? Hon- 
estly | have yet to play Swirl but Jesus 
Christ, just because it’s free doesn’t 
mean squat. I'll insert my saying here: 
“You can sell anything to an Ameri- 
can as long as you tell them it’s On 
Sale.” 


‘Whoa! Who greenlighted the idea 
that Gran Turismo 2 is perfect? Many 
of you would probably call the game 
far from perfect, considering the huge 
rush job that Sony of America did on 
the game and the fact alone that you 
cannot get 100% of the game un- 
locked. One reviewer went on to say 
that “no other racing game can touch 
it.” Is that right? Well I'd hope that no 
racing game developer would want to 
touch something like that, lest they 
release something that’s buggier than 
a Mississippi swamp. By the way, if 
you're keeping score, this makes the 
fourth game to get a perfect rating in 
EGM. Do you really think Gran 
Turismo 2 should be in the same 
ranks as Metal Gear Solid, Zelda : 


Ocarina of Time and Soul Calibur? 


‘Did anyone notice that the picture for 
the “Ultimate Gaming Rig” contest still 
uses a Sega Saturn? 


b 


Final Fantasy Anthology Guide Book 
Anyone pick up the guide for this? If you take a 
good look at one of the screenshots, you'll 
notice that they aren’t playing the Playstation 
version, but are using a Super NES emulation 
program on the PC to take screen shots of a 
FF5 rom image. 


By: Jason Dvorak 
Fditor In Chief 


cee Once Again | find myself 

at the yearly review of the Nintendo 
64, and yet again | find myself 
beating my head against the desk 
trying to figure out how this system 
survived as long as it did. 

1999 was the final big 
year for the system. Perfect Dark 
never came out, Donkey Kong 
came late, and the rest of the 
library was full of Playstation hand- 
me-downs and average titles. 

Nintendo’s biggest 
problem is 1999 was release dates. 
They kept missing them. As 
mnetioned earlier, Perfect Dark got 
pushed back so many times that 
it’s still not out, and won’t be until 
April. In all honesty, this will 
probably be the last big game for 
the system. Many insiders and 
industry magazines (the rea/ 
industry magazines, not NextGen) 
are all reporting that companies are 
staring to drop N64 game develop- 
ment, and asign skeleton crew to 
the remaining games that are left. 
That can be confirmed with the 
latest release schedules, as games 
and companies are disappearing 
left and right. Several companies, 
like Midway, Capcom, and Rare are 
still releasing software for it on a 
regular basis, but by the time the 
software hits the store shelves, it 
will probably be too late. 

Capcom actually has one 
of the hand-me-down games on the 
center stage with Resident Evil 2. 
Part 2. While I'll sway from the 
obvious questions of why it wasn’t 
part 3 (maybe Sony had something 
to do with it), why they didn’t at 
least add something to the 
cartridge to make it desirable is 
beyond me. Especially with the PS 
version being less than haif the 
cost of the N64 version. 

There were other PSX 
classics that came to the system in 


weaker form. Destruction Derby 64 suffered 
from a broken damage system, Nuclear 
Strike, while slightly visualy better lacked 
the cool FMV cinemas, and Fighting Force 
came to a screeching halt at times with it’s 
slowdown problems. 

There was only one game this 
year that fared better on Nintendo 64 than 
Playstation, and that was Rainbow 6. With 
two player modes, slightly better graphic 
handling, and an easier set up to follow, it 
killed the inferior PS version. 

So, with all these game problems, 
just what in the heck kept the system alive? 
Three words: 


Pokemon and Wresiling. 


Yes friends, the saviors of the 
Nintendo 64 are none other than cute little 
One-word speaking creatures and some 
sweaty, over-sized, muscle bound guys in 
speedos throwing each other around. 

Pokemon, while focused mainly 
on the GameBoy, had it’s share with the 
import Pokemon Stadium 2 and Pokemon 
Snap. For about two weeks the Top 5 
selling games in America were Pokemon 
Snap, Blue, Red, Pinball, and Gold. The 
Pokemon fever is still in full swing, and 
Nintendo would be wise to make sure they 
get that US version of Pokemon Stadium 
out before the popularity begins to wane. 
They’ed be very smart to release a 


Pokemon Package with the Stadium and the 


System for the $99 price range. That should 
certainly boost more sales then the Sfar 
Wars: Pod Racer packages and Donkey 
Kong sets now collecting dust on the 
shelves. 

Wrestling on the other hand, has 
had a constant popularity on the system. 
What started with World Tour and continued 
with Revenge, is now come full circle in 
WWF Wrestlemania 2000. Being dubbed as 
the best wrestler on any by many a 
wrestling fan, it’s proved itself by selling out 
everywhere before and after Christmas. 
What also helps is the constant multi-player 
games on the system. Granted, Donkey 
Kong may not be as fast paced at Golden 
Eye, but it still means 4 people can have 
some fun at the same time. There was also 
some goo dtimes to be had with Smash 


The Good: 
-Donkey Kong 64 


_-Wrestlemania 2000 

_-Lower Price Points 

~The Bad 

-Jet Force Gemini’s control 

-Pretty Much everything else 

The Ugly 

-The hooribly late releases of 
old games like Destruction 
Derby and Resident Evil 2. 


swan song year. 


-Smash Brothers / Mario Party 


-2000 will probably be the N64’s 


is this Mario Party Over? 


Brothers and Mario Party. 

The N64 to me is still one of the 
most mis-handled, yet incredibly popular 
game system in recent history. It reaily 
doesn’t have any ‘must-have’ games on it 
anymore, save Perfect Dark. The problem 
is, when it finally does come out, will anyone 
even care anymore? Probably not, since 
most people have sold their systems for 
something else. 


BPPy ty 


aa | By Tom McNulty 


Imports Editor 


1999 has proved to be quite a dif- 
ferent year for Sega compared to 
those past, but thankfully it hasn’t 
been so because of continued decline; 
rather, the company has managed to 
present itself quite well with the 
Dreamcast and also finally laid the 
Saturn to rest (save for one game...). 

Three games of note were re- 
leased for the Saturn during the course 
of this year: Street Fighter Zero 3, 
Sonic 3D Blast (which was always 
promised but never delivered until 
now), and Sakura Taisen Graph. None 
of these games were a runaway suc- 
cess in the market but however proved 
to be the final shots for the Saturn’s 
round of ammunition. With the smoke 
cleared, there still appears to be one 
final game for the Saturn still coming 
out (the highly unioved Final Fight 
Revenge), but for the most part it’s 
official, worid wide, that the Saturn is 
for all purposes dead. Now may be a 
good time to go and get those imports 
that many of you were meaning to get 
but never did... 

On to more important news, 
+ though, with the Dreamcast. While the 
4 DC is taking much longer to establish 
itself in Japan than anyone thought (or 
would care to admit), the DC has 
proved to be a high success in this 
country by providing Soul Calibur at 
the right time as well as a slew of good 
looking sports games. Oddly enough, 
though, the DC has for most part failed 
to truly take advantage of the four con- 
troller points at this point, something 
of which everyone made to be a big 
deal before its debut. 
The Dreamcast has had a 
| tougher time in Japan, though, but still 
is far from fully out of the race. Re- 
cently, Shen Mue, Virtual On Oratrio 


Tangram, as well as a slew of Capcom 
arcade conversions have provided the 
DC with much needed genres and 
games that are the most cutting edge 
of this era, and at least the Sega games 
have reflected the appeal by actually 
surpassing Pokémon Gold and Sliver 
in sales as of this writing (yes, 
Pokemon has sold 5 million copies by 
now, but this is the first time a DC game 
has made it to the top position in the 
charts). 

The Dreamcast'’s Internet ca- 
pabilities have also begun to come into 
play (in Japan at least), with VOOT and 
the aforementioned Capcom games all 
utilizing Internet functioning to provide 
new modes of play. Also, Capcom has 
just signed a deal with KDD to confirm 
that future games on the DC will be 
more Internet friendly, which has 
caused Capcom's stock to rise 10% 
(and what games will allow Net bat- 
tling? SNK Vs Capcom, Street Fighter 
Ill 3° Strike, and Rival Schools 2. Yes, 
RS2 is DC bound), so if that is any in- 
dication, then all signs point to the fact 
that many of the main points Sega 
wanted to establish for their new sys- 
tem have been met. Sadly, this has 
been a different story in America where 
Sega of America has really dropped the 
ball on their Internet service. Hopefully, 
SOA will see that things are picking up 
in their parent company’s mechaniza- 
tions and will get the Dreamcast’s 
Internet capabilities going here once 
and for ail. 

Another interesting item to 
note is that although not all of the DC 
games that are out in Japan have come 
here (the most notable one to me is 
Black/Matrix AD), there is a much 
higher percentage of full releases of 
games to come out here, especially 
compared with the Saturn. King of 
Fighters ’99 (or ’98, as it were), Psy- 


Notable 1999 releases: 

Shen Mue, Crazy Taxi, Space Channel 5, 

Virtual On Oratorio Tangram, Street Fighter ill W Im- 
pact, Jojo’s Bizarre Adventure, Giga Wing, Sonic Ad- 
venture International, NFL 2K, Soul Calibur. 


My personal favorite games of the DC so far: 
Street Fighter Ill W Impact, Giga Wing, 
Jojo's Bizarre Adventure, Black Matrix A/D 


Notable Problems: 
Sega’s short supply on accesories, launch problems 


Past Pianets and Future Dreams 


As the Saturn Finally Passes Away, The Dreamcast Begins to Shine 


chic Force 2012, Elemental Gimmick 
Gear, as well as other games which 
probably would not have made it here 
under Sony or Nintendo’s command 
have infact come out here. Hopefully 
this trend will continue and there will be 
less discrepancy between the game li- 
braries of here and abroad. Even 
though professional magazines and 
sales may not reflect the true impor- 
tance of this, | personally am glad that 
Sega has done this service for America 
and hope that they continue to do so, 
despite the negative aspects stated. 
Though many are ready to 
write the Dreamcast off in the looming 
launch of the Playstation 2, there is still 
little to truly hinder the Dreamcast from 
providing good competition as well as 
good games in this year to come. 
Sega’s worst enemy is probably itself 
more than anyone else, and as long as 
they don’t botch what they promise, 
things do in fact look rather well for this 
system. Don’t forget, ladies and gentle- 
men, that the PSX was at least two 
years oid when the N64 came out and 
look at where those two systems are 


now. 


By Zachary Simon 


Super Secret Editor 
: There’s always the one 
moment in time when you know 
your system of choice is reaching 
for the exit door. It’s not really a 
strong sense, more like a realiza- 
tion, and once it hits you, you 
begin to notice a lot of things 
wrong with your favorite past time. 
The Playstation has hit this point 
in time, and it’s more than 
apparently obvious. It’s down right 
scary. 

While Sony has stated 
that PSX software will still be 
produced even with the PS2 
coming out in 8 months (2 if you 
include the Japanese launch), you 
and | both know that this is the 
swan song year of the PSX. 
There’s been too many repeats 
lately in the gaming library, and 
with Dreamcast versions of the 
same games coming out, the PSX 
seems more and more like a 
second hand system. 

Take the repeats for 
example. Normal people would 
call them sequels, and they have 
been flooding the market for some 
time now. Look at most of the 
games in this issue. Most are 
followed by some sort of numeral. 
Tomb Raider 4 anyone? Test 
Drive 6? Twisted Metal 4? Gran 
Turismo 2, Toy Story 2, Street 


Fighter EX2, and on and on and 
on....with more sequels on the way. 
These titles have been beaten to death, 
and for those games that haven’t gone 
sequel crazy, they've gone quantity 
crazy. How many snow boarding games 
came out for this thing last year? See 
what | mean? 

Within this flood of repeats and 
sequels, there was also some let downs 
in the sequel department. Gran Turismo 
2, while still being a great game, showed 
just how limited the Playstation hard- 
ware had gotten, with some of the most 
pixelized stages seen since the first 
generation titles. Many complained 
about Resident Evil 3 being too easy 
and short, and those wrestling fans were 
burned with a crappy Aftitude game. 

However, not all was lost, and 
truth be told, 1999 was a great last 
hurrah before the final turn towards that 
entertainment shelf in the sky. Final 
Fantasy VIII, Dino Cnsis, Street Fighter 
Alpha 3, Soul Reaver, Metal Gear Solid: 
Integral, and Silent Hill were all killer 
titles in their genres, with Street Fighter 
Alpha 3 finally proving the PSX could do 
good 2D. 

One thing that does bother me 
greatly over anything else though, is the 
Greatest Hits Library. Yes, a lot of them 
make sense, but where the hell are the 
real Greatest Hits? Do you realize how 
much cash Sony could rake in by re- 
releasing that craptastic game 
DragonBall GT?! That thing has been 


When an X Becomes a 2 
The PSX Begins to Show it’s Age as the PS2 Emerges. 


going for INSANE amounts of cash 
on auction sites, sometimes 
reaching $200! Imagine what Sony 
could do for a user base by releas- 
ing it for $20? Or how about the true 
classic games, like Raiden Project? 
What the hell is with WWF Warzone 
and Reel Fishing? Get that 
carp...er...crap out of there! While 
they're at it, get Jumping Flash 1+2 
and Theme Park in there, too. 
C’mon Sony, | know you got the 
brawn, now use the brains. 

Another nice aspect is the 
pricing point. At $99, it’s that magical 
price where even those not into 
games will give the system a try. 
Follow that up by a library of over 
600 games, along with the GH 
library and wide 3rd party support, 
the Playstation is slowly rebuilding 
itself from the mainstream game 
system into the mainstream ‘cool 
thing.’ Sales still stay firm even with 
the Dreamcast in full swing, which 
means good things for Sony, and 
hopefully moe goodies for us. 

2000 will see the last few 
great games come out for the 
system, with most just being 
translated imports that we've already 
played from the previous year. 

It may not be at the height 
it once was, but the Playstation’s 
popularity won't be falling rapidly 
anytime soon, and since it’s forward 


‘compatible with the PS2, one 
wonders if it ever really will. 


wen moved in any diecien adc carts that 
- come in sizes up to 16 megabits. _ 
_ SNK struggled to get the portable 8 


= wonder popular in the Japanese market, but > also 


: Game.com, : se the Nomad lon name “ 


| few, all orgs | somewhat decent _ 


didn't have much luck. The 
___worse than the Dreamcast VMS. 
pretty strong base of titles, such as Puyo 
_ Puyo, Samurai Spirits, ge of oe ala 
pay and SNK vs. C Capcom, : 


tem stillsells 
ven with a De 


sie so far ca 


a characters... 


‘Ty Sam Baranowski | 
3 Old School Editor 

_When | heard the 
announcement of a "Virtua Fighter 


@ RPG," | honestly didn't get excited _ 


: _at all. Of course, my vision of a 
_ VF RPG was you leading Akira 
through dungeon after dungeon, 


picking various kicks and punches - 
from menus, beating up Jeffry and 
Saying, “look at anything, do anything.” This 
is not completely true, but it does seem a | 
more real than most games. It is true, 
tough, that you can look at everything. “And 


Shun, and engaging ina final 
battle with Dural. Man, was! 
mistaken. 
, The Japanese version of 
Virtua Fighter 3 TB included a bonus 
CD. Thisdisc was filled with media of _ 
Yu Suzuki showing off his new "Project. 


serkeley," which was what the Virtua __ 


‘ighter RPG had evolved into.|saw __ 
some of the media from this disc, as - 
ell as various videos from other : 
ources, and was impressed with the 
graphics, but the idea of a fighting RPG 
still didn't appeal to me. Time went by, 
and 1 those pretty videos became a game 
le d Shenmue. Shenmue? Well, 


ell de Ss" HAT mean? It doesn't mean : 


"So, i waited to see what kind 
this game would get in the 


on hthe Japanese charts. 


_ products) and watchi 
& or pens Spee 


hype ae purchased the game based ona 
-_ pre-review | read on a web page. Once! 


popped the game in, | never had any 


second thoughts. 


Let me say that Shewrue is not 


- touted as an RPG, but instead asa game _ 
that uses the "FREE" system. FREE is an — 
- acronym for Full Reactive Eyes Environ-_ 
_ ment, which is pretty much another way of - 


there are plenty of small additions that = 
make the game so immersive, things like 

buying a pop (all of which are Coke | oo 
your charcter drink = 
4} darts at tl the 


*Dragon Mirror, rhe robed 
| pus and threatens to Kill ee ; 


Mirror, and figure out their import = 
take the role of Ryo Hazuki to try and find 
information in your town as to the wh ic 
abouts of those men. This is Shenmu 2 
Chapter 1: Yokosuka. a - 
There is one thing about 


_. Shenmue that is bound to jump out at you 


from the second you start playing: the / f 


ason, too. | bought into othe ‘graphics. By far, these are the most . 


=" impressive visuals i : 
have seen ‘anywhere tO. = 
date. Everything in the — 
game'is in real time nd. 
is clean and detailed 
Want a real graphical 
treat? Pop’in the 


Passport disc and watch . t 


the interviews. with the - 


Check out some of the killer moves your hero uses as 
he’s attacked. Virtual Fighter fans would be proud. 


played inside the stores, there's not much a 
music to hear. There's a wee bit of barely 
audible background harmony when you're © 


outside, but nothing to get too excited _ 
about. Then again, this also creates a 
rather solemn atmosphere in which to 


travel by foot, which is how our friend Ryo 


gets to his destinations. 7 

Not all fights in the game take! 
place in the free battle mode, where you 
get to choose and execute all your. 


attacks.. The game is filled with QTEs, or 


: Quick Timer Events. These are the 
"action" areas of the game that play like» 
_ the classic Dragon's Lair games, v here a 
: button will appear on the scree q 
_ have a certain amount of time to 
button. While this may seem dull, 


™ 


are actually quite exciting. The QTEs . o 


uSually smaller fight scenes, and are 
generally not much of a challenge, but — 
they are a lot of fun to watch. Ther 
even a great QTE scene where Ryc 
beats up a couple of gang-related k 
or Japanese schooigirls. The best parts 
of the game, however, are by far the fr 


__ of Ryo versus 3 to 5 thugs, freestyle. 
Combos can be executed Virtua Fighter 

_ style, but it's a bit different because of the 
number of Spgonents and your oe 


Bc) 


a - RPG-type game 
fr et a love story? Well, si 


er, we also have Nozomi 


have something for him, . 
r seems to show any . 
which is truly a shame, _ = 
ationship blossom, or-will R _ 
henhua in China? : 


that impressive, but - 
‘itall together and add that” 
ouch to it, it works. It works - 


_ battle modes. Free battles usually consist - 


g-time friend of the Hazuki - 


Ki either. in a time when 
potential interest for RYO - 


_ originality is quickly running 
‘.e<' Short in games, Shenmue 
_ shines through, filled with 


en fully dissected, Shenmue * industry's finest moments, 


_ time to come. 


jaw dropping. Yu has already 


The Details in the city are 
incredible. You can see ail 
the way down the street, and 
witness the weather patterns 
change. 


“his drawers, and sure enough 
with white shirts and blue jeans 
choice. 
Yu Suzuki had a drea 


dream is called Shenmue, a a game the 
doesn't quite define any new oes bt 
doesn't adhere to one, 


new ideas, and some old 
ones remastered. By far, 
this i is one of the game. 


and will hopefully alter the 
content of gaming fora long 


Shenmue’s facial designs are 
incredible. So good in fact, that 
they're pretty damn close to the 
PS2’s demos. The details, like 

the relections in the character’s 
eyes, and the individual strands 
in the eyebrows and beards is 


mentioned that the Shenmue 
data will be transferred to VF4. 


Dreamcast Mod Chips Are On The Way! 


Import Game players rejoice! 
Mod chips that will allow people to play 
Japanese Games on your American 
Dreamcasts and vice versa are starting to 
emerge from several companies. 

Game Rave has done some 
digging and discovered some interesting 
things. First is the chip itself is a monster 
compared to the PSX and Saturn mods. 
Where most PSX chips only required 5 to 
7 wires to sodder, the first DC chips will 
require anywhere from 25 to 30! NCS, an 
on-line store, has also stated that their 
particular chip will not allow CD-Rs to play, 
and if it’s discovered that it does, wiil re- 


On a simliar note, they've also 
mentioned that they are still working on an 
external convertor, which would use either the 
DC’s expansion port, or possibly even a VMU 
convertor. 

Sega of America has commented on 
how they aren’t worried about the new mod- 
chips, since they are confident that piraters 
won't be able to burn the GD-Roms. However, 
rumors are flying all over the net that there are 
copied discs already floating around the black 
market, which makes one wondered if Sega’s 
secretly worried. 

The Mod Chip should be in full swing 
by the middle of February, so be sure be on the 


write the chip set to make sure it doesn’t. lock out...er....look out for it. Shen Mue anyone? 


: each: ‘the Player 1 and Player 2 hues 
fromthe arcade. 
: The characters Cammy, Ken. 
Ryu, Alex, Blanka, and Vega (Balrog in 
_ Japan) have all made the first run of toys. 
Alexis probably the most interesting, 
since he’s the only character represented 
2 from the Street Fighter 3 game. Peay 
: _ Capcom will have the brains to let _ 
_ Resaurus to release character , from the - 
~ original Stre ot F ighter and even the Alpha 
_| Series. Can you Wags an Eagle or Rose 
action fi igure? 
_ E © toys are widely 
Alex is just one of the first charac- 


# ters to be released in the series. 
§ Can Dudley and Gil be far behind? 


Dreamcast Shell Shock 


Both Sega of Japan and an 
outside Asian company have come 
out with their versions of color 
replacement shells for the Dreamcast. 

Sega’s shells, though fewer 
in color, are more durable and sturdy, 
have the Dreamcastand Windows 
logo on them, and are slightly more 
expensive. The third party ones 
feature more colors, no logos, and are 
| less expensive. The shells range from 
$39 to 59 depending on which you 
choose and where you shop. 

The installation of the shells 
is pretty easy, but removing the 
Dreamcast’s components and re- 
assembling them faired to be a tedius 
task. For those who just can’t have a 
white video game system, here’s your 
alternatives. 


Final Fantasy VIII Toys are a Mixed Breed 


Bandai and ArtFX released seperate toy lines based on Square's 
Final Fantasy VIII game for the PSX and PC . While each toy line focus on a 
seperate part of the game, they both share similar problems and praises. 

Bandai’s line of figures focuses on the 8 main playable characters of 
Squall, Rinoa, Selphie, Zell, Laguna, Seifer, Quistis,and Irvine. Each come 
with their standard opening weapon and some even have astand. The 
characters are roughly 6 to 7” tall and have some nice detail to them. The 
characters don’t feature much movement outside of their set poses, but it’s 
enough to where you could have at least some slight variation for your 
display of them. They are nicely molded though, and were sturdy enough to 
take the abuse of posing them and moving them around for the perfect look 
on the toy shelf. The figures come individually packed, or if you’re lucky, you 
can find the 4 figure gift sets that were released for a limited time. The 4 pack 
sets were cool because they also included a figure of Idea, as well as Angelo 
and Moomba. As we went tp print, Babbage’s was already discounting the 
individual figures for about $5.99. The 4 Packs were last seen at Electronics 
| Boutique, but they were out of them at press time. Those went for $29.99. 

ArtFX’s figures focus on 4 of the main Guardian Forces. Ifrit, Siren, 
Cerebrus, and Odin make up the first set, and the quality in molding and paint 
jobs is incredible. There is however, one major flaw to the molds; the joints. 
While the actual sculpting is awesome, ArtFX chose the cheapest plastic they 
could. | mean really weak. After purchasing Odin, | opened the case, and as | 
| was removing him from the plastic shell, his head came right off! Figuring | 
| could just super glue it, | went to pose him on his horse, and his leg ripped 
off! I'm very gentle with my toys, and to see this thing fall apart in 5 minutes 
of leaving it’s package was not justifying the $26 | paid for it. It went back to 
the store the next day. ArtFX’s Guardian’s are cool, just make sure you leave 
| them in the package. 


Dreamcast 


| Nintendo 64 Shafted? 

As the newer systems rapidly reach 
their launch dates, many have taken notice of 
the serious price drops that many stores have 
been placing on N64 merchandise. Best Buy 
recently dropped the price point of the Donkey 
Kong System to below the MSRP, and have 
already sent games like Glover and War Gods 
to the $9.95 price range. 

Probably the most surprising move 
is that of Nintendo's own price drop. With 
| Stacks of Star Wars: Episode 1 Pod Racer not 
meeting the sales expectations, the Big N 
slashed it in half to the $29.95 MSRP, as well 
as dropping the price of the Pod Racer System 
set to $99. 

Released in 1996, the Nintendo 64 
had remained wildly popular with the younger 
crowd, and found it’s broadest audience with 
the release of Golden Eye 007. However, with 

the Sony’s constant bombardment of Greatest 


Hits, more Mature orientated game library, and | 


usually first with a particular game (Resident 
Evil 2 for example), the N64 just couldn't keep 
up. If it were not for Rare, and the Pokemon 
craze, the system would have probably fallen 
from grace a lot sooner. Let’s hope the Dolphin 
cures this problem. 


| FOX HUNT 


| ORIGINAL SOUNDTRACK | 


ae | stumbled upon this surprise 
| {22 ai the local used music store. Fox Hunt 

=. is actually one of my favorite games, 

| but | never remembered much music 
= from it, so | picked this CD up to see 
(= what | had missed. 

oe The compilation contains 

- = some popular bands together, like 

| Violent Femmes, Sublime, and Butthole 
| Surfers. There’s even a cool ‘surfing 
= song’ from Dick Dale, which oddly 

f= enough sounds right at home with the 

| rest of the songs. 

—. The CD is very upbeat, one of 
& «those things you pop in when you need 
4 something to listening to when cleaning 
ip. your room or working on a project. 

m I’ve never really seen this CD 
~u anywhere else, so | guess | couldn’t 
m— recommend trying to find one. It’s a 
| shame, it’s kind of catchy. 


The Rant: By C Chris N is McGrath 


Well the Dreamcast | is. hore and it has cold well. 


But has Sega learned from its past mistakes? Can you 
say Saturn? | really do like my Dreamcast. It is a wel- — 
come change from all my import Saturn games. l enjoy 


reading English text! So why does Sega of America want 
me to spend $50-60 to chip my Dreamcast? Somenody: 
stop the madness! _ 

Granted there are some fine games out for. 


Dreamcast. | love Marvel Vs Capcom, Soul Calibur, and | : 
Sonic (you just gotta’ respect a game that acknowledges | 


that the CPU’s camera angles are whacked in advance). 


| also love Mai Shiranui and KOF ‘98 isn’t half bad ee oe 
But where the hell are the rest of the games? = 
_ Alpha 3 has been out across seas since July and | oe 
| still can't get a copy in friggin’ English! Web-connectiv- || fa 
ity be damned. Sort it out later and put it ina game that || Foes 
would be fun with web link-up. Street Fighter 3 US is still oe 
months away, Castlevania has been pushed backto _||f 
Halloween, and | can learn 
can translate Shen Mue 
Shinobi who? Streets of Rac 
est, Crazy Taxi willbe a nice diversion and that’s abou 
all. What else is coming out i in January? Why aren't 
‘American’ s allowed access to the limited edition - 
Dreamcast shells? Sega, wake the @#S!- up and smell Al 
the cash that Sony ramps in. Bring out more games and 
translate the good ones fast. I’m sure it must be very oe 
difficult to prep SF 3 in English. These games should be || i 
coded with the Japanese and English options. Simulta-_ 


n Japanese quicker then | 
re are the decent RPG 
2 anybody? Let's be ho 


neous releases should be the norm, not the exception. 
Sega | am sick of waiting for good games and I'm. pissed 
that | can’t play the good Japanese ones that are al- 
ready out. Maybe Sega of Japan is just a better com- 


=| pany and | should give up and support them. 


The sad thing is that | am biased towards oe 


— ‘Sure, I'll buy a PS2 when it comes out. To tell you the — 


truth | am genuinely excited about what Nintendo. can ae: 
with a DVD based system, specs be damned. This is ey 
point: Damn the hardware and let’s get some games 
again! Sega is the company in position to deliver the — 

best games in the US & the next as Let's see them 2 
shes : — 


B OTAKU: WAR OF THE VIDEO GAME FREAKS 


Jason Dvorak 


Welcome to the planet Gameia, 
| a world where video games are more 
| than just a way of life. The inhabitants 
| have built their entire civilization 
around the concept Te K couid | 
probably be conside the universe’s | 
biggest digital playground. 
a However, there always seems 
|. to be a bully who wants to rule the 
—4 playground, no matter the cost. 
Our story begins outside of the }, 
‘DreamStation Building.’ Home to § 
| the planet’s United Police Force. } 


| Through the window, one of the TS, 
|. Force’s top officers can be 7 " 
§, seen. Every morning he takes =f” 
|, the time to admire the world that? 
/. he’s been raised in, and thank j 

= the Game Elders for all their 

| work in creating such a place. 


DN aah gle 


Se In a few moments, he'll return to | 
| 1 his business as usual. 


a) 
NINN 


\ _— of 
ss AW " 
u cahraes x ’, 
p ott og 


, 


SS (Then again, maybe not. ) 


“We're onPriority ‘\ 
{ One Alert. The chief ° 
\ just got this tape in. 


: It seems every national 
gf government just got copies of this , 
(same tape and are going ballistic. It's been © 
given Confidential status. The public hasn't 
seen it yet, but then neither have I. All I 
know is that something big is going down and 
weve been given Full Security Clearance 
across the boards for our Team to begin 
the investigation. 


Full Security 


Clearance? It has 
to be something 
insane for that 
much access. I'll 
grab Bit. Meet 


back in the Visual / ) 


" Well, we're about ) 
@ to find out. Here 
%, goes the tape. 


ecyauny 


f Man, this had better be — 


good. I was just catching 
\ up on my sleep. 


FF People of Gameia! This planet is \ 
» ripe with resources to be plundered and 


ame cities to be destroyed. For too long peace . 


has reigned on this digital mudball. It is 
time for this world to reset itself into 
something bigger, meaner, and a heck of 
a lot more evil! As of this moment, | 
officially declare War! A war where | will 


! be victorious, and shall rid this universe of e 


all the video game resources and 
teachings! Muwahahaha! 


{| shall start laying waste to your cities one § 
by one! In fact, just for kicks, let's start § 


=e on the city of Level-iathon! Soon, this 


Gameia will be MINE!!!! 

Let the War Begin! : 
MUWAHAHAHAHAHAHAHAAHA 
HAHAHAHAAHAHAHAHAAH 4 
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rs over 

2000 years to 
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way it |S. a Seo 
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We're taking this . 

mystery villian 

| iN _down. Hard. 
Ds 


Well Maxx, it's 
your call. What 
. do we do? 


— Time To Gear Up! 

s Amy, get on the horn to 
head office. Tell them 
: this one’s all ours. 
’ To the Reset Chambers! Uf 


Level-iathon is across ¥ 
| the globe, we'll need to 
@ take the PSX-Wing... 


SSS 
iS z 
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set Chambers... Ws" ; 
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“S\ RESET: BEGIN) (> 


Like an altered 
beast, Robbie. 


believe we 
have a planet 
To Save. 


Maxx Kontroller | 
3 -Leader- == 


: Amy Grate 
oe ‘-Communications- mas 


Ae 
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f” Level-iathon's co- 
ordinates are already : 
being downloaded into the § 


Then what are waiting 
PSX-Wing's NavUnit. 


for, let's get to the 
hanger and get this 
game going already! 


(FOr n real t this s time!) iF 
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1 Infinite Health 


Fighting Force 2 
Codes Made & Tested on 3.2 Version Game Shark 


DOOC69C2 0100 
80117244 O3FC 


DOOC69C2 0100 
800CDC40 FFFF 


80070F 36 2400 
80073B86 2400 


800CE284 0101 
800CE286 0101 


DOOC69C2 0100 


800CDC3C 0009 


{ 
\ 


XQ 


| 1 Infinite Health 
| 2 Infinite Ammo (All Weapons) 
| 


3 Unlock Ali Missions 


4 Enable Super Jump 
| 5 Disable Super Jump 
| 6 Enable Slow Motion Mode 


7 Disable Slow Motion Mode 


|| 8 Enable Turbo Mode 
|_| 9 Disable Turbo Mode 
|| 10 Enable Stupid Al Mode 
) \ 11 Disable Stupid Al Mode 


(- Mission Impossible — ‘ 
| Codes Made & Tested on 3.2 Version Game Shark i 


8008FE04 OOFF 


800454AA 2400 
8008FA8C OOFF 
8008F B10 FFFF 
8008F C14 0001 
8008FC14 0000 
8008E9D0 FFFD 
8008E9D2 FFFF 
8008E9D0 0001 
8008E9D2 0000 
8008E9D0 0004 
8008ESD0 0001 
8008FADC 0001 


8008FADC 0000 _ 


E 4Gold Licenses A 


| 5 Gold Licenses I-C 
-801CBBD8 0400 


~ 801CBD20 0400 


- 801D0FC8 EOFF 


801 DOFCA 05F5 


Really io In License Tests) 

-8002F810 0000 _—sy 
a —80046E84 0000 

| 3 Gold Licenses Bo 7 


801CC 760 0400 
801CC804 0400 


— 801CC8A8 0400 
801CC94C 0400 
801CC9FO 0400 


801CCA94 0400 
801CCB38 0400 


801CCBDC 0400 


801CCC80 0400 
801CCD24 0400 


801CCOF8 0400 
801CC19C 0400 
801CC240 0400 
801CC2E4 0400 
801CC388 0400 
801CC42C 0400 


- 801CC4D0 0400 
—801CC574 0400 


801CC618 0400 
801 CC6BC 0400 


801 CBB34 0400 


801CBC7C 0400 


801CBDC4 0400 
801CBE68 0400 

801CBFOC 0400. 
801CBFBO 0400 


 801CC054 0400 


6 Gold Licenses I-B 


- 801CB428 0400 
801CB4CC 0400 

801CB570 0400 © 
 801CB614 0400 © 
- 801CB6B8 0400 
- 801CB75C 0400 

- 801CB800 0400 
801CB8A4 0400 - 


801CB948 0400 
801CB9EC 0400 


801CBA90 0400 — 
7 Gold Licenses I-A | 


801CADCO 0400 
801CAE64 0400 
801CAF08 0400 


801CAFAC 0400 


801CB050 0400 
801CBOF4 0400 


—801CB198 0400 


801CB23C 0400 
801CB2E0 0400 
801CB384 0400 


8 Gold Super License 


801CA758 0400 
801CA/7FC 0400 
801CA8A0 0400 
801CA944 0400 
801CA9E8 0400 
801CAA8C 0400 


801CAB30 0400 
801CABD4 0400 


801CAC78 0400 


801CAD1C 0400 
9 9 Any Car Can Play Any Circuit : 


DO00148E0 000C 


- 800148E2 1000 


10 Have All Gold Licenses © 
(GS 2.2 Or Higher Needed!) 


50003CA4 0000 


801CA758 0400 


Misc. Codes © : | 
13 Road Tracks Gomplete/tniock Arcade | 


41 Max Cash After One Race tl 
-8005E6DA a | 


Ae Money Never Decreases : Ll 
80017A42 2400 | 
-80017D4A 2400 | 


Credits/Uniock Extra Cars 
(GS 2.2 Or Higher Needed!) 
— §0000A02 0000 
801C93F8 0505 
301C940C 0005 
14 Unlock All Road Tracks-1P Mode 


800F364E 0083 

15 Unlock All Rally Tracks-1P Mode 
| 800F 3656 0027 

16 Unlock All Road Tracks-2P Mode 


800F 3658 0015 


17 Unlock All Rally Tracks-2P Mode © | 


800F 365A 0006 


18 Uniock All Tracks- 


Time Trial | 


800F 3652 0017 


19 Day Modifier 


Arcade Disc Codes 


80109438 777 


20 Unlock Ending Credits 
(Select at CreditScreen) 
DO1FO68A FFFE 
80052580 0001 


DO1FO68AFFFE 


80052594 0001 __ 


/W.CMmgGsccc.com 


1 Infinite Body Damage 


2 Infinite Tire Damage 


3 Infinite Items On Pickup 


| 4 Infinite Time 


The Dukes Of Hazzard-Racing For Home \ 


Codes Made & Tested on 3.2 Version Game Shark 


D0057014 0630 
80057016 2400 


DOOS6F8C 0074 
80056F8E 2400 


D00563B0 O6F4 
800563B2 2400 


DOO66CCC 0414 
80066CCE 2400 


15 1 Hit Pulls Over Boss Hog 


17 1 Hit Puils Over Black Jack 


19 1 Hit Pulls Over Black Jack 


14 1 Part Needed To Fix The General LEE 
80089FB2 0505 


8010E404 0451 
16 1 Hit Pulls Over The Stolen General Lee 
8010C804 0451 


80100284 0451 
18 1 Hit Destroys The 2 Bad Guys 

80176788 0451 

80177E08 0451 


8010C284 0451 


i 
a 


____ 8014B4EC 0001 


7 
1Rig Turn Timer 
1 (eee 2.2 Or Higher Needed) D219B444 1027 

8019B448 1027 

: I 

| 2 Infinite sound Time —8019B440 7740 | 
[.  . 8019B442 001B_~ 
| 3 P1 Indestructable Team _ 
[ 8014AAA8 0064 
8014AB44 0064 

8014ABE0 0064 — 

| | | 8014AC7C 0064 | 
|| 4 P2 Indestructable Team. / 
| 8014AF28 0064 
8014AD54 0064 

8014ADFO 0064 | 

I 8014AE8C 0064 | 
5 P3 indestructable Team | 
8014B000 0064 
8014B09C 0064 

8014B138 0064 

| : 8014B1D4 0064 | 

6 P4 Indestructable Team 

| 8014B2AC 0064 | 
8014B348 0064 ~~ 

8014B3E4 0064 

80148480 0064 
ie infi IME Viol Training lime _ 

! 8019AA0C EA60 | 
| 8 Enable All Weapons __ 2 
2.2 Or Lage Needed!) _ . | 
| - §0003E04 0000 


i 
— 2 


( Monkey Magic 
_ Codes Made & Tested on 3.2 Version Game Shark 


1 Infinite Lives 8006EF38 0004 | 
( = whi nite Magi sca — saitalina lic wy inhale nial J 
(: fost Dive 6. ) 
_ Codes Made & Tested on 3.2 Version Game Shark 
| : : |. | 
; 1 Infinite Money 800AC628 FFFF 
| 2 Max Money 800AC628 COFF | 
| | 800ACG62A 3B9A | 
| 3 Total Time 00:00:00/Always ‘1st 800A80EC 0000 | 
4 Infinite Checkpoint Time B800A80F0 OAAQ ) 
i aes “ee sh, 
Samuri Shodown Warriors Rage 2 (IMPORT) — 
| Codes Made & Tested on 3.2 Version Game Shark 

| 1 Infinite Time 8007FE8C 0063 

| 800DC8F8 0063 
| 2 P1 Infinite Hp 800DE8A0 0100 
| 3 P1 Max Power 800DE8AC 0080 | 
| 4P2 Infinite Hp 800DE8D8 0100 
_ 5 P2 Max Power 800DE8E4 0080 _ 
| Codes Made & Tested ¢ on 3.2 Version Game Shark | | 
4E Enable Code (Must & Be On) - DO1BD48A 1040 
| —801BD48A 1000 | 
| 1P4 Infinite. Hp - 801E9204 00C8 | 
| —801EAA80 00C8 


_ 2 P2 Infinite Hp 


i 3 Pi Infinite Power Gauge 


\ 
SS 


4 P2 Infaue Power Gauge 


_ 5 All Hidden Characters 


 01217AC 96C8 
- 801E9204 96C8 
 801EAA80 96C8_ 


801F47B2 FFFF 


8012554 96C8 
801F47BO FFFF 


a as resin cep, 


( “Tomb Raider 4 Ver 4. o. 
| Codes Made & Tested on 3.2 Version Game Shark | 


9 Unlimited Large Medipacks 
10 Unlimited Flares 
| 11 Unlimited Uzi Ammo 

| 12 Unlimited Revolver Ammo 
| 13 Unlimited Normal Shotgun Ammo 

14 Unlimited Wideshot Shotgun Ammo 
15 Unlimited Normal Grenade Ammo 

16 Unlimited Super Grenade Ammo 

17 Unlimited Flash Grenade Ammo 

18 Unlimited Norma! Crossbow Ammo 
19 Unlimited Poison Crossbow Ammo 
20 Unlimited Explosive Crossbow Ammo 


_ PLEASE NOTE: As of this printing, it was discovered that 
there are two versions of the TR4 game floating around. If 
| these codes do not work, please visit www.cmgsccc.com for 
the Version 1.1 codes. We could not print the 1.1 codes due to | 
space limitations. | 


800AC43E FFFF 
800AC440 FFFF 
800AC444 FFFF 
800AC446 FFFF 
800AC448 FFFF 
800AC44A FFFF | 
800AC44C FFFF | 
800AC44E FFFF | 
800AC450 FFFF 
800AC452 FFFF 
800AC454 FFFF 
800AC456 FFFF 


i 
Z 


oo 1 Infinite Money 
oo | 2 Max Money 


www.cmgsccc.com 


=| Roadster’s 
— Codes Made & Tested on 3.20 Version 
= Game Shark 


810BABF4 7FFF 
810BABF6 FFFF 


4 = | 3 Start On Last Lap/Always Place ‘st 


800C2001 0005 
D00C2003 0001 
800C2003 0005 


== Toy Story 2 


= Codes Made & Tested on 3.20 Version 


oe _Game Shark 


Se '1 Max Coins 
| 2 Infinite Lives 
| 3 Infinite Battery 


=. 4 Infinite Double fetal all 


| 1 Level Select 
| 2 Invulnerability 
| = 3 Start With All Weapons 80125AB1 0001 
ee | 4 Secret Level 
| 5 Enable Models 
es | 6 What The ? 
= | 7 Cassandra Gang 
= 8 Brandon Gang 
= 9 Mini-Tanks 1 
| 10 Mini-Tanks 2 
a 11 Mini-Tanks 3 
| 12 Mini-Tanks 4 


Le 13 Mini-Tanks 5 


“Lego Racers 
=| Codes Made & Tested on 3.20 Version Game Shark 


— 14 Have All Tracks & Building Pieces 


[= 8 Activate Cheat Modifier 
|=. | Quantity Digits to Accompany Activate Cheat Modifier Code 


810BB10A 0005 
810BB106 000D 
810BBOFC 0002 


a : oS ‘Battle Tanx-Global Assault 
oe ol Codes Made & Tested on 3.20 Version Game Shark 


80117F49 0001 
80125AB0 0001 


80125AB2 0001 
80125AB3 0001 
80125AB4 0001 
80125AB5 0001 
80125AB6 0001 
80125AB8 0001 
80125AB9 0001 
80125ABA 0001 
80125ABB 0001 


80125ABC 0001 


812576D4 FFFF 
812576D6 FFFF 
8109ACBE ?7?? 
0001 - Maintain Speed Off Track 0002 - Rocket Cars 
0004 - Ail Pick-Ups Are Red 


2 = 0008 - All Pick-Ups Are Yellow 

2 = = 0010 - All Pick-Ups Are Green 

f= | 0020 - Reversed Rocket Racer Run Track | 
= | ~0040 - All Pick-Ups Are Grapple 0080 - Pick-Ups Are Maximum | 
oo 0100 - Turbo Mode 
|= 0200 - No Wheels 
[=| 0400 - No Chassis 


0800 - No Driver 


: ae : - _ OFFF - All Of The Above — 


810BABF6 FFFF | 


D00C2001 0001 | 


810BB10E 0063 | 


SP ———— SSS 
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i a TT 


| Hane sen a 
: Codes Made & Tested on 3 20 Version 


Game Shark — 


1 InfiniteMoney —> 8111 4FD60E FFFF 
2 Time Of aoe Modifier — 00-3B) 


3 Day Modifier 


Belongings Modifier Codes | 
80189084 002? | 
80189085 007? ~ 
80189086 007? ~ 
80189087 007? — 
80189088 007? — 
80189089 007? © 
- 8018908A 007? 
7 801 8908B 007? : 


4 Slot 1 


5 Slot2_ 


6 Slot 3 


TSA 
8 Slot 5 
9Slot6 


10 Slot Co 


41 Slot S 


12 A Button Equipped Modif er — 
" 8018908C e007 
eur Modif ier Codes | : 
AS Slot A 7 
14 Slot2 — s S , 
15Sicis 
1Sio4 
17SiottS 
18 Slot6 ~ 
ad eds 8 


2 B Button 1 Equipped Modifier 


item Modifier Codes | 
— 8018908E 0077 
—-- 8018908F 0077 © 
80189090 0077 ~~ 
80189091 007? 
80189092 0077 
80189093 007? 
80189094 007? — 
80189095 0027 
«80189096 0077 ~~ 
8 80189097 002? . 


22 Slot 1 


23 Slot 2 

24 Slot 3 
2Z5Slot4 
2oSlt5 | 
2.See 
2Bs07 
ao 
30 Slot 9 ~ 

| = Slot 10 


—8117027E 0077 
80158260 007? : 


ge 89075 0077 > 
7 80189076 007? — 
— 801bo077 0027 ~~ 
80189078 0077 © 
80189079 0077 ~ 

— 8018907A 0077 © 

- 8018907B 00?? © 

. 8018907C 007? ] 


8018907D 0072 : 


B43 Slot 22 


, Ul- Weeds © 


WWW. Cniee: CCcc.com 


32 Slot 11 
33 Slot 12 
34 Slot 13 
35 Slot 14 | 
36 Slot 15 
37 Slot 16 
36 Slot 17 
39 Slot 18 
40 Slot 19 
41 Slot 20 — 
42 Slot 21 | 


49 Slot 24 


Modifi er Codes 
00 - Nothing © 
02 - Boulder 


03 - Lumber | : 
Oe Moondrop P Plant 


"0189098 007? 


801890A0 007? 
801890A1 0077. 
 801890A2 007? 
~ 801890A3 002? 
- 801890A4 0077 ~~ 
801890A5 002? 


| 1 Infinite Energy 
| 2 Weapon Modifier 
| 3 Infinite Red Jeweis 


| 5 Stop Timer Input 


\7 Inf nite Money _ 


fe 
, | ae pa of Darkness 
801890990077 ~——_ Codes Made & Tested on 3.20 Version Game Shark 


- 8018909A 0077 
80189098 0077 
8018909C 00?? ~~~ 4Max Powerups 
8018909D 00?? 
8018909E 007?——C*: 
8018909F 002? | 


811CAB3A 2AF8 
811CAB3F 007? 
801CAB45 0068 
801CAE23 0002 
811CAB22 0001 

801CAB21 0006 
D01C87F7 0020 
801CAB21 0012 


Bi. 


| Asteroids Hyper 64 
Codes Made & Tested on 3.21 Version Game Shark 


1 Infinite Lives 

2 Infinite Points (Both Asteroids) 
3 Infinite Armageddon 

4 Infinite Items On Pickup 

5 Always Play Level Modifier 

7 Unlock Classic Asteroids 


8 Infinite Lives (Classic Asteroids) 


8 29 - Berry Of Ful Moon 


Plant 


: 23 - Medicinal Herbs — 
24 - Edible Herbs 
25 - Small ‘Fish | 


26 - Fish. 
21- Big Fish 


_ 28- Dumpling 


29 - Cotton Candy — 


09 - Cooke 
0A - Blue Feather 

| OB - Pink Liquid InA Bottle 
OC - Red Box : 
QD - Turnips | 

| OE - Potatoes — 

OF - Cabbages ~ 
10 - Tomatoes © 
11-Com 
12-Eggplant 
13 - Strawberries 
14 -Eggs 
15-Milk | 

16 - M Size Milk 
17 - L Size Milk 

18 - Gold Milk 
19-Sheared Wool _—sC€j 
1A - High Quality Wool | 
1B - Wild Grapes : 
1C - Very Berry Fruit 
1D - Tropical Fruit 

1E - Walnuts" 

1F - Mushrooms 


20 - Poisonous Mushroom : 


: Zi. Green Box 


_2B-Roasted Corn 


36 -Blue Egg Shaped 


| +=8B- lan Bag 
-_ 3C - Green Bag 


_3E - Yellow Bag 
3F - Purple Bag - 


2A - Fried Geosle. 


2C-Candy 
2D - Chocolate — 
2E-lron-Ore 
2F -Blue Rock | 


_ 30 - Rare Metal — : 
31 - Moonlight Stone 
_ 32 - Pontata Root 


33 - Chicken 


34 - Chocolate Bar Picture 


35 - 2? 


Device 
S/-72 
38 - Chocolate Bar Picture 


39 - Fodder © 


3A - White Bag 


3D - Red Bag 


oO Bell 
Os. Bruch 
- 09-Clippers 
_ OA- Turnip Seeds - 
0B - Potato Seeds | 
0c - Cabbage oe 
O0D-Tomato Seeds _ 
0E-Corn Seeds — 


Modifi ier Codes : 
— 00- ‘Nothing 
_Ol- be 


8007F90E 0063 
8107F8FE FFFF 
8107F892 0001 
8107F8A2 270F 
8007F91F 007? 
8106DF5A 0001 
8007F90F 002F 


Modifier Codes: : 
-_00-Nothing - 

| 01-Ocamna 
02 - Flower Card. 


 03- Cake Card - 
04- Broken Music Box | 
05-72. - 


OF - Eggplant Seeds © 
10 - Strawberry Seeds © 
11 - Moon Drop Grass 


Seeds ; 
j12- Pink-Cat-Mint Seeds 
13 - Blue Mist Seeds 
14-Bird Feed — 


15 - Ball No Picture 


16 - Feeding Bottle 
(1-2? 
— 18 - Fishing roe 
19 - Miracle Potion 
_ 1A-Medicine ForCows ~ 
1B - Grass Seeds 
_ 1C - Blue Feather | 
1D - Empty Bottle ~ 
— 1E 22 _ 
| AF- Weeds No Picture 


| 06 -« old Wine o 
a. 


09 - oe From Library 


0A - Scroll To Bury — 
OB - Marble — 


0c - Bost ck chee. 


— OD-Empty Metal Bag © 


OE - Horse Race Ticket 


_ OF - Dog Race Ticket 


10 - Potpourri | 
A1- Embroidered . 
Hankerchief 

412 - Hand - Knit Socks © 
13 - - Lucky Bracelet 
14- - Flower Bath 


| Crystals — : 
| 16- Stamina Carrot 


ee ttstst—s 


FIGHTING FORCE 2 


Build up Rage Meter with soda 
Smash any pop machine untill cans fall out, press X 


while standing over one to drink from one. It will build 


up your Rage Meter. 


Capitalize on the stupid Ai 


In any level where there are desks that you can climb/ 


jump onto and your enemies are not armed with any 
type of gun that they can shoot you with this trick will 


work . it's simple, if you are in a room that meet those 


conditions just climb onto a desk. Your enemies will 
stand still, allowing you to take them down with 
YOUR guns. 


invincibility, infinite ammo and stage select. 
At the "press start" screen press and hold these 


buttons: L1 + L2 + R1 + Triangle + X + Left. If entered 
correctly, once you "start game” you will be brought to 


a level select screen. You can choose to continue 


your old games also, they will have the code effect as 


well. Once in the game, all your guns will have 


unlimited ammo when they are picked up and you will 
not die. But you may have your health deducted if you 
fall from high places or burn yourself. If you fall into a 
‘pit’, you will still die, so be very careful at edges. Use 


the waik button (L1) at the edges. It will prevent you 


from falling. (Warning- You will not be able to save at 


all) 


GRAN TURISMO 2 


A-Class license award 
Get the gold rating on all A-Class license tests to 
unlock the Dodge Concept Car. 


Acquire credits quickly 
Win a GT League, Rally or Special Event. Then sell 
the bonus car and race the circuit again. 


Arcade Mode Ending Credits 
Win ali 23 forward courses in Arcade mode at Hard 
difficulty. 


B-Class license award 
Get the gold rating on all B-Class license tests to 


unlock the Spoon Honda $2000 (modified streetcar). 


Bonus Cars in Simulation mode 
Unlike the original (where rewards were straightfor- 
ward) bonus cars in Gran Turismo 2's Simulation 


mode are more numerous and subjective. Simulation 


mode bonuses are determined by: 


-The car the player drives (and the class it is in.) 
-The number of consecutive wins that car has 
achieved prior to a given race. 

-The course on which the race occurs. 


-Most of the time, bonuses vary by one class. Thus, a 
Class-B victory is likely to be awarded with a Class-C, 


Class-B or Class-A bonus car. 


Bonus cars in Arcade mode 
Win a forward course in Arcade mode at Normal 
difficulty. 


Bypass license exams 

Load a memory card containing Gran Turismo 
license data. Gran Turismo licenses (B Class, A 
Class and International-A) will fulfill similarly named 
license requirements in Gran Turismo 2. 


Event Synthesizer 
Earn the Super License to unlock the “Event 
Synthesizer’ in GT League. 


international-A Class award 


Get the gold rating on ail International-A license tests 


to unlock the Mitsubishi FTO LM Edition (racecar). 


‘ Vie 
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international-B Class award 
Get the goid rating on all International-B license 
tests to unlock the Honda Del Sol LM Edition 
(racecar). 


international-C Class award 

Get the goid rating on all Internationai-C license 
tests to unlock the Mitsubishi 3000 GT LM Edition 
(racecar). 


Reverse courses in Arcade mode 
Win a forward course in Arcade mode at Hard 
difficulty. 


Simulation Mode Ending Credits 
Win the GT World League trophy. 


Super License award 
Get the gold rating on all Super License tests to 
unlock the Toyota GT-ONE Racecar. 


Unlock S-Ciass cars in Arcade mode 

Pass the first 5 license tests (B, A, International-C, 
international-B, and International-A) in Simulation 
mode to unlock the Super Sports car class in 
Arcade mode. 


Unlock the Super License 

Earn ail licenses (A, B, International-C, Interna- 
tional-B, International-A) to unlock the Super 
License. 


LEGO RACERS 


Fly Mode and unlock Rocketcar 

Enter BUILD mode and create or edit a driver. 
Select Make A License from the in-game menu and 
name the driver FLYSKYHGH. This will aiso unlock 
the rocket car. 


No Chassis and Fast mode 


In the licence screen type: 

NCHSSS - no chassis 

FSTFRWRD - fast mode 

to use more than one code enter one code, exit, 
start a race, quit, go back, enter the next code, and 
repeat untill you have all the codes you want. Using 
this you can have flying drivers with rocket engines. 


TOMB RAIDER: : 
_  JZHELAST REVELATION, 


All Weapons 
Have Lara face exactly north Enter the inventory — 
and go to the small medipak, and hoid 


L1+L2+R1+R2+Up, the press Triangle, right as the / 


compass hand points north. Close the inventory — 
screen, then reopen it to see all be weapons. 


Gold Skulls in the Training Level 


| The first skull is at the beginning toward the left. 
| The second skuil found is in the shallow water 
| below the very first jump you are instructed to do. 


The third is below the ean jump section of 


| training. 


The fourth one found is in the water of your swim 


| training session. 

The fifth one is found during the outdoor sequence 
| where the old man is fighting two of the wild boars. || 
| It's around to the right, all the way into a fight hand 


comer. 


| The sixth one is on the floor on the right side of the | 
_ room where the spikes are near the exit door just =| 


before Lara goes out to leam to crawl Heian ® the 
| Crawlspace. 

| The seventh one is the one in the Crawie pecs 

| Ee reat one is on an elevated ee 


ones So ee a eee 


See eae 
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|| Triangle, Right, Square, Up, X, L1, R2, L2, R1 + 
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_ inventory and look at the compass if the red point] 


| right as the compass hands point direclty north. 


(CLOCK TOWER 2: \ 
| Change custom 1 & 2 | 
| Custom 1: at the title menu hold L1, R1, Select, 
| Triangle 

al Custom 2: at the title menu hold L1, R1, select, 


|| Extra Mode 


||| To access the "???" option in the pamphlet menu, 
| beat the game with an "A" ending. This reveals a 


| "Time Attack" and "Score Attack" mini-games. 


| Sound Test 


| Unlimited Power Spell 
||| At the title screen, hold L1+L2+R1+R2and | 
|| Start a game. Then, a power spell charm with 


| View Character Biographies | 


| "Pamphiet" mode. Now a new "Guide" option will | 
|| allow data for each character to be displayed. 


| A Triangle and start a game. 


ae 


“up the ramp just before he rakes the Spceeh 
| about going left or right depending .. . The tour to | 


the left is harder, 1 found. 


| Level Skip 


| Have Lara face exacity north. Then enter the 


is not blinking slightly reposition Lara again. Go tg 
load hold L1+L2+R2+R1+UP, then press triangle | 


Close the inventory erate © the next level. | 


Unlimited Ammo 

Have Lara face north, and enter the inventory. 
screen. Go to the large medipak, and hold | 
L1+L2+R1+R2+Down, then press Triangle fight 
as the compass hand points north. Close the 
inventory screen and reopen it. All ae 
\ should now show "Unlimited Ammo". 


XENA: WARRIOR PRINCESS — 

Full Shield & Attack 

Highlight “New Game’ at the main menu and 
enter this code: Triangle, Square, Triangle, 
Square (x2), Up (x3). A tone confirms correct 
entry. 


Invincibility 

Highlight “New Game’ at the main menu and 
enter this code:Up (x3), Circle, Square, Up, Right, 
Left. A tone confirms correct entry. 


Level Select 

Highlight “New Game’ at the main menu and 
enter this code: Triangle, Square, Circle, Triangle, 
Square, Up, Up, Up. A tone confirms correct 
entry. 


Secret Room 

in the level "The Labaryth” just as you are about 
to go into the room to save Xena's friend take a 
right. There will be a series of halls. Follow them 
to the end. There should be some health potion 
and a torch on the wail. Walk through the wall into 
a computer lab. How'd that get there? 


Square 


i new "Extra Mode", which contains selections for 


At the title screen, press Left, Circle, Down, 


Start. A "Sound Test" option will appear under 
| "Option Mode". 


| unlimited uses will be available as soonasthe | 
| game begins. 


| Unlock ail thirteen endings, then select 


reciente nc com 


DONKEY KONG 64 


Banana Fairy Bonuses 

Do you believe in Banana Fairies? Well, you better 
start believing in them because they can help you 
open up some magical Mystery Modes. All you have 
to do is start collecting photos of Banana Fairies and 
you will get access to some coo! bonus features: 


-Find two Banana Fairies to open the DK THEATER. 
You can listen to the rap or go to the DK cinema. 
-Find six Banana Fairies to open the DK BONUS. 
You can play some bonus minigames in the Rambi 
Arena and the Enguarde Arena. 

-Find ten Banana Fairies to open BOSSES. You can 
battie the huge bosses K. Rool sends after you over 
and over again. 

-Find fifteen Banana Fairies to open KRUSHA 
BATTLE. You can control the ill-tempered Krusha in 
Battle Mode. 

-Find twenty Banana Fairies to open CHEATS. You 
can access the DK cheat menu and then really have 
some fun. 


Banjo and Kazooie Cameo 
in the beginning of the game, just outside of DK's 
shower you will find a picture of Banjo and Kazooie. 


Diddy's double somersault 
While using Diddy you can stand in one spot and do 
a double somersault. Just stop and stand where you 
are and then rapidly tap the A button until he 
executes this move. It can surely come in handy at 
= | times helping you reach seemingly unreachabie 

, | areas.. 


Donkey Kong's Special Moves 

Receive the following numbers of coins to receive 
these moves: 

3 coins - Simian Slam 

3 coins - Baboon Blast (Press Z to use the Donkey 
Kong Launch Pad) 

7 coins - Gorilla Grab (press B to activate levers) 
5 coins - Strong Kong (press Z+ieft C to deactivate) 
7 coins - Super Duper Simian Slam (Super strong 
version of the Simian Slam. Allows greater 
shockwave distance and power) 


Final K. Lumsy Key 

To get the last K. Lumsy key, you need the Nintendo 
coin and the Rareware coin. When you have both, 
there is a door in Hideout Heim you can open with 
the two coins. After you open it there will be a 
banana fairy and the last key. 


Get the Camera 

First you need te have Tiny and need to have her 
abiility to shrink in size. When you have all of that, 
get Tiny and swim to the island that looks like a big 


: Ex medkit ; 

| Inthe beginning of the game when you get your 

| first ammunition pack, do not kill the bad guy. If 
you hide behind the crate where the ammuntion 


= || right comer of the room. 
if ‘Flame Thrower in Multi-Player Mode _ 
|| while playing in multi playermode choose 
= || Thunder as your character. Now while in the game 


| press R to raise weapon, then press the reload 
| button to fire ~ Flame Thrower. ; 


oe i|. Sudden Death oe A 
fe) || At the Press Start’ screen, “quickly press C left, c : 
F || right, C-left, C-right, G-up, C-down, C-up, C-down, | 
= || then hold L and press Start. You can now playin | 
- || ‘Sudden Death’ mode without beating the game. in | 
fi | this mode anything | can be Aestroyed or killed with 
one shot eee ~ 


| pack is, he will put a medical kit on the table in the 


| First you have to unlock the boss characters. Then 


¥: 


NINTENDO? | 


fairy. Look to the side of that island and there should be a 
Tiny barrel. Jump inside and you will shrink. Run to the 
front of the fairy and there is a hole. Go inside and there 
will be a big bannana fairy. Talk to her to get the camera. 


Get the Nintendo Coin 

To get the Nintendo Coin you need to go to the original 
Donkey Kong mini-game. If you beat 4 levels with one 
life you will get a golden banana. If you beat it again you 
will get the Nintendo coin. 


Get the Rareware Coin 
To get this coin, you need to get 5000 points in the 
arcade game Jetpack. 


Instant stop when swimming 
To instantly stop while swimming press C-up. 


Original Donkey Kong Game 

In the level in K.Rool’s ship, Have D.K. learn the move of 
pulling a lever (from Cranky). Then go down the crates, 
left, up a rope (that's wooden), then follow the pipes to a 
room with a jever. You will see an arcade machine next to 
the lever. Pull the lever then the arcade machine will turn 
on. You are now playing the original Donkey Kong. 


Refill Health 
To refill your health, jump in a Tag Barrel to change your 
character. When you come out, your health will be full. 


Replay mini-games 

After you return all 40 of Snide's biueprints he will open a 
bonus menu. Here you can play the mini-games that you 
played before to collect golden bananas. 


Where to Find All Characters 

Diddy: 

in Jungle Japes, with DK, go to the mountain and shoot 
the three switches. Diddy's cage will open. 


Lanky: 

In Angry Aztec, with DK, first free the Llama from it's 
cage by completeing DK's Barrel Blast. In the temple 
you'll see the Llama again. Play DK's drums to turn the 
lava into water. Swim across to reach Lanky. 


Tiny: 

in Angry Aztec, with Diddy, go into the temple and jump 
from one platform to another. Shoot the target across the 
room, then go to the bridge and play Diddy's Guitar to 
melt the ice pond. Swim to Tiny's chamber and use 
Chimpy Charge to activate the letters and spell out 
KONG. 


Chunky: 
In Funky's Factory, with Lanky, look for a pipe coming out 
of the wall and into the ground. Ontop of it will be a 
switch. Stomp it and Chunky’'s cage will appear. 


VIGILANTE 8: SECOND OFFENSE 


Enter the Passwords for the Item: 


Big Wheels = GO_MONSTER 

Fast Action = QUICK_PLAY 

Faster Cars = MORE_SPEED 

Heavier Cars = GO_RAMMING 

High Suspensions = JACK_IT_UP 

No Enemies In Arcade Mode = HOME_ALONE 
No Gravity = NO_GRAVITY 

No Wheel Attachment Icons = DRIVE_ONLY 
Rapid Fire = RAPID_FIRE 

Slow Motion = GO_SLOW_MO 

Super Missiles = BLAST_FIRE 

Ultra Resolution = GO_MAX_REZ 

Note: You must have the 4mb Expansion instailed for 
this code. 

Use Same Cars In Muliti- -player = = MIXES CARS 
View Ail Endings = LONG_MOVIE 


Unlimited Ammo 

If you beat the game on the normal difficulty level, you 
may play the game with Max Power. This gives you 
infinite ammo for every weapon. 


RAINBOW SIX 

Don't be affected by Flashbangs 

To be totally unaffected by flashbangs, simply turn on 
your nightvision goggles. You will not see the screen 
as a dizzy blur. You must leave them on until the 
effects of the grenade wears off. 


Passwords (Elite) 


Level Password 
Red Wolf: 1ZB1S2S22M?? 
Sun Devil: BJBBC3S225?? 


Eagle Watch: BZBBSMS22888 
Ghost Dance: CJDCCQS2F288 


Fire Walk: CZDCSWS2FMQ8 
Lion's Den: DJBDCYS2F5?? 
Deep Magic: DZBDS8S2F??? 
Lone Fox: 2JB2D1S2G2?? 
Black Star: 2ZB2T2S2GM?? 


Wild Arrow: FJDFD3S2G5?? 
Mystic Tiger: FZDFTMS2G888 


Passwords (Recruit) 


Level Password 
02: Red Wolf 12D1S2Q22MQQ 
03: Sun Devil BJDBC3Q22WQQ 


04: Eagle Watch BZDBSMQZZ!QQ 
05: Ghost Dance CJTCCQQ2FGSQ 
06: Fire Walk K2TK65Q2F4SQ 

07: Lion's Den T2TT68QGFIWQ 
08: Deep Magic 5JR5L1QGGGSQ 
09:Lone Fox 52T572Q4G4SQ 
10: Black Star VJVVLJQGGWSQ 
41: Wild Arrow VZVVXMQ26!SQ 
12: Mystic Tiger VZRFTMQ2G8SQ 


Passwords (Veteran) 


Level Password 
02: Red Wolf 1ZL1S2RF2MQQ 
03: Sun Devil BJJBC3RF25QQ 


04: Eagle Watch BZJBSMRF28RQ 
05: Ghost Dance CZBCSS5RFFMRQ 
06: Fire Walk DJBDCYRFF5RQ 
07: Lion’s Den ??? 

08: Deep Magic LZBDS8R2F8RQ 
09: Lone Fox MJB2D1R2G2RQ 
10: Black Star 2ZB2T2R2GMQQ 
11: Wild Arrow FJJFD3R2G5RQ 
12: Mystic Tiger FZJFTMR2G8RQ 


Unlimited Frag Grenades and Fiashbangs 

When you throw either of these weapons. Hold the Z 
button until it is to full throwing power. Then release 
the Z button and immediately after it is thrown 
repeate the process again until you have 255 Frag 
Grenades/Flashbangs. 


( TUROK: RA GE WARS 
Cheat Menu 

i At the main menu of the game neue 1 Player 

| Trial Mode, 2 Player Trial Mode, etc.), press the Z 
| button to access a cheat menu which has listed on it: | 
| All Characters, All Weapons, Unlimited Ammo, Extra. 
| Modes, and Credits. The number of cheats you have 
| available is based on the total amount of kills that. 


you and your oppare ts have. 


oc. 
meee 


| Create a character ands save it Get 500 career kills. 
As soon as you have 500 kills copy that player to the | 
other 3 slots on the save pack. Load all four people 
and your combined kill total wil! be 2000 kills. Now at 
the main menu hit "Z" ae turn ¢ on the cheats yu 
want” o 


| 
| 
| 
Easy Cheats _ 
| 


| Unlock Boss Characters - | 
You can play as the boss characters | in mutiplayer ce 

| -Bastille: corps rat mantid aos, and — 

| guardian's trial. | 

} _-Syra: complete campaigner, Lord of the dead, and | 

| juggemauttrials. = 

IE -Symbiont: complete. Fireborn, Mantid mites, and — 

| oblivian spawn trials. . 

ie | -Tal'Set: ee Mantid soldier's Trial 

\ = 


dl Enter three groundhogs as your name 
ee (it's one of the char's at the end of the 
=, |alphabet)Get to the Extra Options men | 


| (using the B key or returning using the | 


=| |menu) The plions 2 are: 


- ce it cS) shot trail thickness - 


_ Normal(thin) - 
nick 


—— Mar s shot trails: 


Boreal) 

Think 

| Large Missle and Thick k (N64 style) 
: son oe 

| Normal — 


® cheat also opens up 44 levels. _| 


“= | Infinite Ammo 
/ | Access the item selection screen, then 
 f. : : press Up, Up, Down, Down, Left, Right, 
mead | Left, Right, Right Trigger. 


B(CHU CHU ROCKET _ 
m7 | Hard mode puzzles © 
li, 4 Complete all 25 Normal mode puzzles. ) 


ins - i Mania mede peels 
P Complete « all 25 Ged) mode puzzles. : 


— Special mode puis 
oN Complete all : 25 Hard mode puzzles : 


f=) SLAVE ZERO 
| A\ Firing Mode 


= During the game on the second 

-, controller press and hold the R and L 
© buttons and hit the A to turn on and off 
- the Al firing mode. 


= God Mode 
| While playing one player, insert the 


= second controller and press L+R+B 


= simultaneously. 


- Infinite Ammo 


www. | teva! Sete Se 


Insert another controller and press 
X,R,and L and the same time. 


Infinite Ammo and Health 

You need a controller plugged into the 
second controller port. In one player 
mode press L+R+Y and a line of 
ammo and health will appear in front of 
you. It will be ballistic ammo, energy 
ammo, missile ammo, and both large 
and small health. 


SOUL FIGHTER 


All weapons 

At the Soul Fighter logo, press Left + 
Y. Enter the options menu, then exit. If 
done correctly, the next screen that 
appears will be the Cheat Code 
screen. Enter "XAAYBB" at the cheat 
screen. 


Extra Health 
At the Soul Fighter logo, press Left + 
Y. Enter the options menu, then exit. If 
done correctly, the next screen that 
appears will be the Cheat Code 
screen. Then enter the cheat: 


ABXXYA. 


Level Select 

Press Left + Y at the Soul Fighter logo 
to display the Cheat screen. Then go 
to Options Menu and exit. You will now 
be able to enter one of the following 
passwords to get to the corresponding 
level: 


Level 2 -------- AABXYA 
Level 3 -------- XAYAAB 
Level 4 -------- YYBAXA 
Level 5 -------- BABXXY 
Level 6 -------- XAXBYY 
Level 7 -------- ABXBYB 
Level 8 -------- YBBAXY 
Level 9 -------- BYAAXB 
Level 10 ------- XABBAX 
Level 11 ------- YBYXAB 


Level 12 ------- 


SPEED DEVILS 
All Cars and Tracks 
While playing a game, press B, Right, 
B, Right, Up, B, Up. 


Clean Pause 

Press the start button to pause the 
game, then press and hold down the Y 
button and press the X button. 


Extra money 
While playing a game, press A, Right, 


A, Right, Up, B, A. 


Infinite laps 

When selecting tracks go to the option 
screen. then turn weather to sun, time 
to day, mirror on, nitro on, checkpoint 
on and the other two off. You will get 
infinite busters as well. If this doesn't 
work, enter it after the code for all cars 
and tracks. So far | know it's for 
arcade mode only. 


Infinite nitros 
While playing a game, press Down, 
Up, Down, Up, A, X, A. 


Play Class S in championship mode 

In championship mode, if you suc- 
cessfuily finish Class A (beat Driver X 
at least 3 times) Driver X will ask you 
to race with him. You can use his car if 
you win the match, and you will pass 
to Class S. In this class, all enemies 
are the same as Class A except Driver 
A. 


Skip current class 
While playing a game, press Down, 


Right, Down, Right, A, X, A. 


: Play a as 5 Gill . : 
| (Street Fighter mT and Second linpeey 
|| To unlock Gill beat the game. On the | 


character select screen, go to Sean — 


| and press up Wwice ee once from» 


Gouki). 


| Play as Shin ae : 


(Second Impact Only) 
To play as Shin Gouki. you must: 


|| Select arcade mode, Don't lose any 
rounds and get at least three perfects 


and no more than 3 "cheese" wins : 
before you reach your last boss. Goukt 


| comes out and kills your particular | 
| final boss. You fi ight Gouki instead and : 


now you must defeat Gouki in the : 
second round while he still has at least 


| one super left. Gouki will then resur-_ | 
rect as. Shin Gouki. Beat Shin Gouki — 
(you can lose a round but you can't | 


| continue). To choose him go to Gouki_ | 
on the select screen, hold start and , 


J press any button. . 


a a 


Need a pack Issue? 

Simply pick out the issue(s) you need, 
write them down on a sheet of looseleaf, 
with the grand total (shipping is included 
in the price), and mail it in with your pay- 
ment. Easy Stuff. 


PLEASE ALLOW 2-3 WEEKS FOR SHIPMENT. 


MAIL YOUR PAYMENT TO: 


Game Rave 
Back Issues 


Trial Issue 1 - $1.50 January 1 1998 - $2.00 
Trial Issue 2 - $1.50 February 1998 - $2.00 


Trial Issue 3 - $1.50 March 1998 - $2.00 


April 1998 - $2.00 


New Volume 0 - $1.50 May 1998 - $2.00 


sie 1098 32.00 
December 1997-$1.50 = July 1998 - $2.00 
. BS apa August 1998 - $2.00 
September - $2.00 


, October 1998-$200 
‘November 1998-$3.50*  —s_ 
December 1998 -$2.00 


ences 1999 - 925 50 
Februrary - 1999 - $2.50 
March 1999-$2.50 
“April 1999 - $2.50 
May 1999- $2.50 
June - 1999 $2.50. 
July - 1999 $2.50 
August/Sept 1999- $3.50* 
October 1999 - $2.50 — 
November 1999 - $2.50 
7 December 1999 - fo 50 


: adicaics Oversized Issue 


New Sections! 
All new for 2000 comes the return of the Game 


Review Archives and more! 
New Partnership! 


Get Yourself in On the Ra ve 


Rave Comics Section, The New Anime Section, 


We've Got the Latest Codes from GameSages, the 
latest Shark Stuff from Code Creators Club, and 
now you can check us out on Interact’s Shark Wire! 
More Everything... 

At 40 pages, we're bringing you everything there is 
in the gaming world from the only viewpoint that 
counts; the game player's. 
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\ . CHECK OUT THE BACK COVER FOR DETAILS! 


QUOTE Of THE MONTH 


“Here extreme caution is announced, 
since the IC Leg can Abort, as well as 
with to strong heating the PAD from 
the circuit board to solve itself can.” 


-The -exact- quote from /nnovation’s 
Dreamcast Mod Chip instructions, which 
were translated over from German with a 
really poor computer program. 
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ISSUES 


aoe TO THE FASTEST GROWING FANZINE AND GET YOURSELF SOME FREE Is: SUES Ss. 


” GAME I2AVE SUBSCRIPTION FORM 


Please fill out the form completely and as neatly as you can. [ MAIL TO: 


We can't send it to ya’ if we can’t read your handwriting. 


NAME 


ADDRESS 


APT # CIlY STATE ZIP 


PHONE # _ ( ) 
E-MAIL 


SUBSCRIPTION PLANS 

Please Choose Your Subscription Rate 

[ ] 3 Month Plan (3 Issues. 1 Free) - $6.00 

[ ] 6 Month Plan (6 Issues. 2 Free) - $12.00 


! ] 12 Month Plan (12 Issues. 4 Free) - $24.00 


_ Game Rave 
_ Subscriptions 


i| 


Please Indicate the Issue 
| This Form Came From So 
We Start You On the 
Appropriate Month. 

Issue Month # 


PAYMENT PLAN 


Please Make all Money Orders and 
Checks payable to: 
Jason Dvorak (Game Rave). 


“ 
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